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Spawn Point 
Your hors d’oeuvres 
to GamePro magazine 


includes Modern Warfare 3, Super 
Mario Bros. 3 remake speculation, 
and official Porta/ clothing. 
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Most Wanted 
Indie Games 
Robotic female country 
singers, zombies, and killer pink 
Jell-O cubes highlight our roundup 
of must-play indie gems. 
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FROM THE EDITOR 


nyone who used to read the 
magazines I produced back in 
the day will probably assume 
from the headline that I’m 
making some kind of humorous reference 
to scary video games. But I’m not. What’s 
on my mind this month is not scatologi- 
cal funnies, but instead something that 
seems to have invaded gaming and is 
slowly but surely taking root: brown. 

The color. 

I'm seriously beginning to feel like I’m 
back in the ’70s, which as anyone who 
lived through it will tell you, was the 
brownest decade in history. If you wanted 
a brown car, you could have your choice 
from rich, dark chocolate through russet 
to lightly toasted metallic golden flake. 
Wanted to fill your house with brown? 
From clunky dark wood furniture, sofas, 
and chairs through wallpaper to a veri- 
table rainbow of brown paints, it was all 
for the taking. Even clothing seemed to 
come in every shade of brown, from light 
tan leather jackets through brown hound- 
stooth suits to orangey brown flower 
prints on light brown. 

It was pretty hideous. So what has this 
got to do with the games of today? 

Well, I'm seeing many console and PC 
releases whose color palettes seem to 
have been inspired by a’70s paint bro- 
chure. Think back, if you will, to the hal- 
cyon days of the ’80s and early ’90s. That 
was when computers could only think in 
limited color palettes—in some cases, 
as few as 16, and in others a whopping 
4,096. But what we did see back then was 
vibrant, colorful games that, okay, were 
sometimes a bit too bright and gaudy. 

But they were colorful! These days, 
PCs and consoles offer unlimited colors, 


Nick Geist 
Jessica Reback 


501 Second Street, Suite 500 Sam Francisco, CA 94107-1431 | 
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THE BROWNEST ERA 
@ IN GAMING. 


pin-sharp resolution on crystal clear 
screens, and what am | seeing? The 
brownest games ever. Rust. Taupe. 
Sienna. Fawn. Camel. Mahogany. Fallow. 
Bronze. Even a bit of chamoisee when 
artists are feeling particularly daring and 
adventurous. It feels like someone has 
sucked the color out of gaming, and the 
only thing people have got left to play 
with are earth tones. I definitely still see 
plenty of color in iOS games, and some 
console download games pack old school- 
style brightness, but most games taking 
a realistic point of view—and most of 
those seem to be console and PC titles— 
seem to be comprised of pretty drab and 
dreary colors. Perhaps I am having a little 
fun here and overemphasizing my point, 
but I do feel that while artistically, the 
sky's the limit in terms of what games 
can deliver visually, there does seem a lot 
of conservatism in the artistic direction 
of many games at the moment. 

I’m sure it’s just a phase—a period 
whose games will look as distinctively 
dated to future gaming generations as 
early 90s sprite/console games or block 
‘80s 8-bit games do to us today—but I’m 
looking forward to seeing things change. 
Perhaps a postimpressionism-style 
renaissance of games articulated in bright 
and vibrant colors that'll light up our liv- 
ing rooms like console games of yore. 


Because at the end of a day, living 
in a world that can often feel drab and 
dreary, I want to be taken to places 
that offer a bright and brilliant es- 
cape—both figuratively and visually! 


Jaz Rignall 
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The MAINGEAR SHIFT was built from the grounds 
e standard. The design of the chassis utilized vertical heat dissipation to work with 
physics and keep your system cool. The hot swappable hard drive bay are all pre-wired up so when it's time to add 
more storage, it's a quick and easy mount and slide with zero cable management. Our flip open I/O hub at the top of NVIDIA. 
the chassis combines form and function with ports for all of your peripherals needs. Customized with the latest Intel 
Core i7 Extreme Edition Processors, overclocked up to 5GHz and your choice of 2-way or 3-way SLI setups with NVIDIA® 
GeForce® GTX 570, 580 and 590 graphics. Remarkably, this could be called innovation, we call it our standard. 
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WHAT'S HAPPENING & COOL 
ORLD OF 
GAMING 


MEET THE GAMERS 


Jaz Rignall VP, Content 

Having spent years as a kid building model tanks and reading 
war comics, Jaz has the brilliant free-to-play MMO World of 
Tanks to thank for causing him to sacrifice many hours of 
sleep playing late into the night to live his boyhood dream of 
being a tank commander. 

Now playing: Wor/d of Tanks, Rock Band 3 (MIDI 
instruments), Rift, Forget-Me-Not, Pro Evolution Soccer 2011 3D 


Twitter: @jazrignall 


Karen Chu Art Director 


Hallelujah! Karen is finally going to learn how to drive. Try not 


to think about all those years she spent as a kid running over 
Chinese bicyclists in OutRunners in the arcade. 

Now playing: Porta/ 2, Strategery, DMV Online Sample Tests 
Twitter: @momopeche 


Jason Wilson Group Managing Ed. 


Jason plans to run through the crowds at E3 dressed as 

Dr. Deordorant, dual-wielding Old Spice against the hordes 
of people who reek of BO. 

Now playing: Dungeons & Dragons: Daggerdale, Dungeon 
Siege Ill, The Witcher 2, Civilization V, Lego Star Wars III: 
The Clone Wars, Pac-Man & Galaga Dimensions 


Twitter: @jason_wilson 


Tom Price Executive Editor 

Tom is beginning his annual preparations for the grueling 
grind of E3 by doing some deep leg bends, stocking up on 
Ben Gay, and escalating his tolerance for junk food. It’s how 
the Pros do it. 

Now playing: Porta/ 2, Brink, Gears of War 3 Beta 

Twitter: @Tomelet 


Justin Haywald Executive Editor 
' After joining the team at GamePro, Justin went through a trial 


by fire implementing new site initiatives and doing lots of E3 
planning. With all that behind him, he’s finally catching up on 
sleep in front of his computer. We'll wake him up next month. 
Now playing: Porta/ 2 co-op, L.A. Noire 

Twitter: @justinhaywald 


Patrick Shaw Senior Editor 

Pat’s not proud of the fact that he’s been sucked into the 
adorably fluffy world of Nintendogs + Cats. He needs beer and 
metal to bring him back to equilibrium. 

Now playing: Gears of War 3 Beta, Dead Nation, Nintendogs + 


Cats, Capcom Arcade (iPhone) 


Twitter: @patrickshaw 


1,42G = Number of triangles Will Chu made on 


GAMING 
EXPERTS 


Will Herring Reviews Editor 

Will just had his 
wisdom teeth 
pulled out 

and Officially hates 


everything ever. 


Now playing: 
Nintendogs + Cats, Pokémon Black, 
Tiny Wings 

Twitter: @gp greyscale 


Chris Holt Sr. Associate Editor 
ell Due to his overt 
derision for the 3DS, 
Chris has earned the 
mantle of “resident 


Nintendo hater” in 


the GamePro Office. 
He finds this amusing, considering he is 
part Hyrulean. 

Now playing: Porta/ 2, F.E.A.R. 3, L.A. Noire 
Twitter: @BicycleSquid 


Kat Bailey Associate Editor 

Kat thinks that Ryu 
could probably 
destroy Junin 

a fight. Nothing 
beats a good 

old hadouken...or 
a shoryuken, for that matter. 

Now playing: Lego Pirates of the 
Caribbean, NHL 11, The Witcher 2, MLB 11: 
The Show 

Twitter: @the katbot 


Ray Barnholt Associate Editor 

. Ray feels like he’s the 
only one in the office 
who cares about 

the 3DS beyond just 
The Legend of Zelda: 
Ocarina of Time 3D. 
Will no one come forward to challenge his 
Activity Log step records? How about a 
round of Dead or Alive, guys? Guys...? 

Now playing: Dragon Quest V/ (still!), 
Outland, Pac-Man & Galaga Dimensions 
Twitter: @rdb_aaa 


Chris Parisi Video Producer 

Chris sits next to 
Ray, who has no 
idea that Chris sits 
there and watches 
him, studying his 
every move. Like 
a hunter hiding among the tall thickets 
of the African plains, stalking his prey, 
biding his time. “That’s right, little gazelle. 
Just a bit closer. Just a little bit closer...” 
Now playing: Porta/ 2, NHL 117 

Twitter: @chrisparisi 


McKinley Noble Staff Editor 

Sure, McKinley's 
excited about 
returning to E3, 
but for him, the 
video games take 
a backseat to 
hitting every single In-N-Out burger joint 
between San Francisco and Los Angeles. 
It’s a forgone conclusion that we'll see 
all the gory details and subsequent food 
comas on his Twitter feed. 

Now playing: Pokémon White, Mortal 
Kombat, Frog Minutes 

Twitter: @KenTheGreat! 


Andrew Yang Sr. Graphic Designer 
ae m Andrew has been 
~ spending a lot 
of time taking 
and collecting 
exotic and creepy 
pet bugs. The 
venomous swarm has been a splendid 
substitute for having actual friends. Sadly, 
the other day his giant Vietnamese 
centipede escaped its terrarium and 
burrowed into his mushroom farm. The 
resulting tussle to get it back in the cage 
was far more gruesome and painful than 
the media made it out to be from the 
arcade games of the ’8Os. 
Now playing: Pokémon Black 
Twitter: @stitchmind 


Will Chu Graphic Designer 

After Captivate 
2011, Will’s faith in 
video games has 
been somewhat 


restored. | think 


we're all quite sick 
of this brown-town postapocalyptic bro- 
ster trend everyone is following. 

Now playing: Nothing 

Twitter: @ashjaw 
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Oream Trigger 30 showcases the wow factor of the Nintendo 
30S™ like no other game. A stunning mixture of explosive 
graphics and nonstop action, it is a signature shooter for the 
system. Play as a ‘fixer of dreams’, turning nightmare landscapes 
into gorgeous dreamscapes in this must-have visual masterpiece 
For all Nintendo 30S owners. 


| EVERYONE 
Mild Fantasy Violence 
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trademarks and trade names are properties of their respective owners. Nintendo 3DS is a trademark of Nintendo. © 2011 Nintendo. 


EVENT CALENDAR 


a 
pe: 


Bs i) i ea te Z 4 ~* Pet 
6/3/11 The trailer for X-Men: First 6/7/11 Shadows of the Damned may be the 
Class dispelled a lot of fanboy big breakthrough for iconoclastic game cre- 
doubts. Will they flock to see it? ator Suda 51. Also out today: Infamous 2. 


6/1/11 Bethesda’s Hunted: The Demon’s Forge 
is less RPG and more Gears of War-style co-op 
action—but with trolls and elves. 


6/7/11-6/9/11 E3, where GamePro editors see a 6/10/11 Two highly anticipated movies release today, one widely and one less so. The 
lot of games, eat a lot of bad food, and don’t get intriguing J.J. Abrams/Steven Spielberg collab Super 8 will be in theaters everywhere. 
enough sleep in bringing you all the inside info. But the more obscure Norwegian thriller The Troll Hunter is what we'll be seeking out. 


The big event this month is E3, and it 

promises to return to its epic bloated 

hugeness this year. Prepare yourself for 4 . 
much whining about how overcrowded 6/14/11 A trio of games we're looking forward to should make it 
it's become. Again. 


easier to nurse our E3 hangovers: Alice: Madness Returns, Child of 
ibject to change Eden, and (supposedly) Duke Nukem Forever are all set to drop today. 


6/17/11 Green Lantern debuts today. 6/23/11 Sega celebrates the 20th anniversary of the 6/24/11 Pixar races to the bank 
See it just to laugh at Ryan Reynolds for release of Sonic the Hedgehog with a new title that spans with Cars 2, the follow-up to its 
getting dumped by Scarlett Johansson. the history of the franchise, Sonic Generations. most successful movie of all time. 
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Unveiling Exciting 
New Items! 
Gaming Towers, Folding 
Ottomans, Charging 
Solutions and more! 


Los Angeles 


Convention Center 
June 7 - 9, 2011 


Gaming Towers Folding Ottomans Mobile Gaming 
Wii™ and Nintendo DS™ are trademarks of Nintendo. TM & © 2011 Nintendo. “PlayStation” and the “PS” Family Logo are registered trademarks of Sony Computer Entertainment, Inc. All rights reserved. FENDER’, STRATOCASTER’, and BS be 
the distinctive headstock and body design commonly found on the STRATOCASTER guitar is the trademark of Fender Musical Instruments Corporation. All rights reserved. Games and all related titles and logos are trademarks of their 


registered owners. These companies are not affiliated with and do not sponsor or endorse LevelUp® products. LevelUp®, in turn, does not sponsor, endorse, or recommend any particular game system. The guitar, games, and console | | 
depicted are for illustrative purposes only and do not accompany the product. LevelUp" is a registered trademark of Whalen Furniture, inc. © 2011 Whalen Furniture, Inc. All Rights Reserved. WWW. eve u pgea f; co mM 


No Love for the Undead 


‘(Regarding Resident Evil: Operation Raccoon City], I’m 
not as enthusiastic about the fate of the Resident Evil 
franchise. After 15 years and no resolution to the story, 
Iam now older than the characters of Resident Evil. 
Other franchises like Halo and Gears of War will be 
leaving us gracefully, and lam happy for that, but others 
insist on being milked till they no longer make any 
money. l almost hate to start anew series now.” 


—badspeller / Forum Rank: / Posts: 


“PR esident Evilisinan 
enviable position of being 
| the oldest zombie-themed 
series on the market. Modern-day 
franchises dealing with the undead 
like Dead Rising and Left 4 Dead have 
yet to run into the core problem facing 


zombie narratives: How do you end it? 
Just take a look at The Walking Dead— 
with the long-running comic branching 
into a TV show and video-game 
franchise, the creative minds need to 
figure out an endgame, even if one’s 
not set in stone yet. 

The only satisfying end to the Resident 
Evil series is the complete eradication of 
the T-Virus and the end of the Umbrella 


“ For daily updates, follow us at Twitter.com/gamepro 


e$e2ee2322¢2 


* FACEBOOK. COM/GAMEPRO 


Corporation. That means no more zom- 
bies, every survivor living happily ever 
after, and absolutely no new way to keep 
the story going. 

Master Chief can finish his mission 
while the rest of the Halo universe wages 
war. Marcus Fenix can beat back the 
Locust before anew COG team takes up 
arms. When it comes to zombie stories, it’s 
all or nothing, and game developers can 
only choose all.” 


What are you hoping 
to hear more about 
at this year's E:3? 


Successors to the PS3, 
Xbox 360, and Wii 


Nintendo's next batch 
of 3DS games 


17% 


New IPs from the 
biggest publishers 


16% 
Sequels from top franchises 
13% 


The next generation 
of Move and Kinect games 


12% 


More info on the Sony NGP 


11% 


“The OTHELLO Project: 


1. Builda large upper deck. 

2. All wooden floors, covered in 
overlapping carpets. 

3. All walls made of glass. 

4. Put fella in the enclosed 
glass-walled deck. 

5. Delete the pillars. 

6. Giggle at the floating glass box. 

7. Get new character and let them 
play with a model rocket. 

8. Launch rocket. 

9. Pause game and select the 
shadow of the rocket. 

10. Move the shadow over the 
glass box. 

11. Unpause and watch as the 
overlapping carpets and wood 
floors all catch fire as the man 
inside is trapped in a massive 
burning glass box in the sky from 
which there is no escape. 

12. Make sure you did it for the lulz.” 


—iamsizzlor / Forum Rank: 
/ Posts: 


Art Attack 


“Talways make [with] the girl I’m 
crushing on then knock that bitch 
up. But I'm fairly sure everyone does 
that. Ialso make my Mom preggo—via my 
Dad, of course—as often as possible, to see 
what some more siblings might look like.” 


—xBanjo / Forum Rank: / Posts: 


“Try to look behind the censor bar.” 


—pats_fan465 / Forum Rank: / Posts: 
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“Mr T...The Video Game?” 


“There was talk of a Mr. T video game be- 
fore a Chuck Norris game?! BLASPHEMY!” 


—gamiac2002 / Forum Rank: / Posts: 


Our Art Attack winner this month is Jeremy Hamm, who turned his patio into a celebration of one of the greatest retro 
games of all time. We asked Jeremy to share a few anecdotes from its creation. 


“| made the patio in March this 
year. We just got our first house 
and wanted to extend our 

patio. Its my first house, and | 
thought, “Why [should I] be plain 
and boring with it?” 


“| had a few other pixel designs 
in mind, like a heart, a maze, and 
a Triforce. But the Pac-Man ghost 
was the family’s favorite.” 


“| had used a grid | printed up 

to practice pixel designs for the 
patio, with how many bricks | 
would need, then all | had to do 
was count the number of colored 
bricks after we chose the design.” 


“| was limited by the size of the 

bricks: We chose 12-by-12 inches. If 
we had used smaller ones, | could 
have had a 


“The next plan is to paint our 


more intricate design.” 


Want to get your art featured in GamePro? Send 
your art to us via feedback@gamepro.com or mail 
it to GamePro Art Attack, 501 2"? Street, Suite 
500, San Francisco, CA, 94107. In either case, be 
sure to include your e-mail address so that we can 
contact you to chat about your work! 


round patio table yellow to look 
like Pac-Man so it matches the 
new patio!” 
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SUBSONIC : 
RACIN' PRO 


RACING SIM FANS 
ON THE GO (we didn't 
realize they existed) finally 
have a setup for playing Gran 
Turismo 5 anywhere they 
want. The Racin’ Pro from 
Subsonic folds up a bucket 
seat, wheel, and pedals into a 
toteable bag and works with 
the PS3 and PC. No seatbelt 
required. 


IN CASE YOU DIDN'T KNOW, THIS IS THE BEGINNING OF THE MAGAZINE 


MONSTERS 
I WANT 


TO SLAY 
IN NEVER- 


WINTER 


PHAERIMM: These 

otherworldly flying tubes 
with mouths are so strong they 
can enslave Beholders and Mind 
Flayers. 'Nuff said. 


BALHANNOTH: This hulking 

monstrosity stalks the 
Underdark. Such monsters are 
ideal prey of hunters such as me. 


EYE OF FEAR AND FLAME: 
This undead horror from the 
Original Fiend Folio blasted my 


party on more than one occasion. 


I thirst for vengeance. 


GRELL: A flying brain with 

a beak and tentacles, this 
old aberration is long due an 
appearance in a PC game. 


FROGHEMOTH: It's a giant 

frog monster with one of the 
coolest names in D&D history. 
And you can always make a 
wicked plate of frog legs from its 
corpse. — Jason Wilson 


// VALVE'S ALTERNATE-REALITY GAME (ARG) 
PotatoFoolsDay not only got gamers pumped for 

Portal 2's release, but it also flooded the Web with all 
kinds of visual goodies, including these alternate designs 
for its heroine, Chell. Made us hungry for taters, too. 


HOW HANDHELDS 


SOLD IN THEIR 


FIRST dS 


Hummes PSP: 600,000 
DS: 900,000 


: imeem 3DS: 400,000 


DS LITE: 226,000 
— ~ PSPGO: 30,000 
== © NOKIA N-GAGE: 5,000 
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CELEBRATIONS 
IN GENERAL, THIS 
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PENNY ARCADE 
EXPO PRIME.’ 


een 


THE WII ISN’T 
DEAD YET 


// THE LEGEND OF ZELDA: 
SKYWARD SWORD 


—Microsoft PR rep 
via Kotaku 


You might want to wrap 
yourself up before your 
long day of testing in Despite the delays, we're pretty confident 
the labs with this sweet that Skyward Sword will be released this 
official Porta/ 2 hoodie : year, just as were pretty confident we're 
from Thinkgeek. Look 7 . gonna play the hell out of it. 

good hopping through 
holes in the wall or just 
cuddling up with your 
plush companion cube. 


// GP SAYS: Like we needed 
another reason. Ten years 

is something to celebrate, 
and the promise of surprises 
(sneak peeks? Remakes?) 
means it’s time to bust out 
the champagne. 


1 y* // DRAGON QUEST X 

¥ Probably the most anticipated upcoming 

| title for the Wii, there’s still not much info 
ae on when it will be released. Don’t expect 

any time this year. 
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EI Shaddai: 
Ascension 
ofthe Metatron —— // THELAST STORY 


(PS3, XB360) : If enough gamers outside of Japan cry 

| : hard enough for it (and they have), maybe 
Nintendo will finally localize this hit from 
the creators of Final Fantasy that Famitsu 
gave a 38/40. 


Outland 
(PSN, XBLA) 


CAN 
LEAD THE WAY IN JAPAN? 


in iA | - 5 far te AT ' \ Tatatepeilaal* 

ines \ IPCIINne oO lat le Si MY CiArrie 

\ ~+4 Kyac RaAoaRMm Fr ~y $ rec vat? imarmor 

ii ii 4‘ | 14 ee ok ee } rit ~ ; CEPYRIOCIDE ; = 

; pl y | a) Bad Sco Lu - aN we TN 4 

yi k ittc heartani ee Plat . ac 
vase i " < ' { a 


certainly have the talent to produce top-tier games while 
maintaining a uniquely Japanese style, as Bayonetta and 


THINKGEEK'S ICADE started 
out life as an April Fools’ 


joke that proved to be just to 


even Vanquish prove. In an era where many Japanese awesome to remain a prank. Starting in 
developers have resorted to producing clumsy imitations of | Child of June, iPad owners can get one of these 
Western games like Gears of War, they are one of thefewto | Eden (PS3, working mini-cabinets for themselves 
retain their identity while still being relevant to mainstream XB360) - and play a host of arcade games 
gamers. Here’s hoping they make good on their promiseto — : - available from the App store. No tokens 
be the “Japanese Standard Bearer in Global Competition.” - needed. 


CONTINUE >> 


IS TERA 
THE NEXT 
GREAT MMO? 


23) Currently going 
strong in Korea, Jera 
(aka The Exiled Realm of 
Arborea) is a very pretty and 
dramatic-looking MMORPG. 
Will the fantasy-based game 
full of centaurs and faeries 
be a hit with U.S. gamers 
when it goes live here in the 


U.S. later this year? 


INTOd NMVdS 


RETRO REMAKE 3 REASONS TO 
ANNOUNCEMENT GET PUMPED 
THAT'S MAKING ABOUT MODERN 


US HUNGRY: _ WARFARE 3 


BURGERTIME 
WORLD TOUR 
FOR PSN, XBLA, | 
WIIWARE. HELLA PUMPED! 
AND PC THIS 
SUMMER, YEAH, BRO! 
NEW STUDIOS, 
NEW ENERGY 
4 7 4 0. I1'S (MOST LIKELY) 
™ 7 ! PREGUEL RUIVORS 
oS THIRD TIME'S A CHARM 
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ALICE: 
MADNESS 
RETURNS 


Alice Liddell is a troubled girl. 
3333 When an unsolved murder spurs 

Alice’s return to her macabre 
Wonderland, she discovers that the 
twisted landscape has delved even deeper 
into absurdity. She'll need every ounce 
of her fragile wits—and some very sturdy 
weapons—to survive the journey... 


The iconic cleaver from the original 

game, the Vorpal Blade draws from the 
nonsensical Jabberwocky poem penned 
by author Lewis Carroll in his second Alice 
novel, Through the Looking-Glass. The 
beast-slaying “Vorpal Sword” serves as the 
key to defeating the ballad’s eponymous 
Jabberwocky with a sharp “snicker-snack.” 


A mechanical riff on Alice’s Adventures 

in Wonderland’s always-tardy hare, the 
Clockwork Rabbit serves a variety of 
purposes in Madness Returns: blasting out 
half-busted walls and floors, distracting 
foes on the battlefield, and weighing down 
pressurized puzzle plates. 


Debuting in Madness Returns in the same 
way it appeared in Carroll's first novel— 
with a rather straightforward “Drink Me!” 
tag appended to its bottle—the Shrinking 
Potion allows Alice to shrink to the size of 
a bug. While small, Alice can spot helpful 
scrawls on the walls, hidden passageways, 
and invisible walkways. 


A clever nod to Wonderland’s spice- 
addicted Duchess, the Pepper Grinder 

is less something you'd find in a kitchen 
and more a weapon you'd wield on the 
battlefield. Acting as a seasoning-spewing 
minigun, the Pepper Grinder is perfect 
for taking down airborne enemies and 
activating distant switches. 


ESQUIRE 
U.K.’S 20TH 
ANNIVERSARY 


-Y"THE GAME WAS 

“JS SIMILAR IN DESIGN 
AND STYLE TO THE 
WARRIORS BUT SET IN 
1960S ENGLAND AT THE 
HEIGHT OF THE ‘MODS’ VS. 
‘ROCKERS’ ERA.” 


—MATT KAZAN, FORMER ROCKSTAR 
ENVIRONMENTAL ARTIST, 
SPEAKING ABOUT A RUMORED 
CANCELED ROCKSTAR TORONTO 
GAME (VIA CVG) 


// GP SAYS: Since this isn't the first time 
we've heard about this game, we're calling 
this one true, even though we hope the 
“canceled” part is not. We love the idea of a 
game that's similar to Quadrophenia. 


THE FACES OF MAX PAYNE 


WE CAN'T DECIDE WHETHER WE LIKE 
THE YOUNG AND STEELY MAX OR THE 
OLD AND BALD ONE BETTER, but we do 
know we'll be obsessing over this game 
and it's intense, gritty setting coming out as 
soon as we're done with L.A. Noire. 


DEVELOPER SPOTLIGHT 
2 = ¥. 
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BASELESS MARIO 
SPECULATION FTW 


if One 


screenshot showed an underground level 
with rising lifts and donut platforms, and 
the logo has a telltale tail hanging off the 
end. Am | crazy, or could this be a revival 
of Super Mario Bros. 3? 

| hope so. SMB3 is my favorite Mario 
game. It’s the perfect upgrade of the first 
SMB’s elements, with tons of cool new 
things that weren't kept for Super Mario 
World. To merge those elements in a game 
like Mario 64 has mushroom-shaped sugar- 
plums dancing in my head. 

Maybe it won't be anything like a 3D 
remake of Mario 3. It does seem too batty 
even for Nintendo, plus it’s hard to tell a lot 
from teaser screenshots. But still, that tail is 
right there. —Ray Barnholt 


on THINK WE'LL KICK 
“S [STREET FIGHTER'S] 
ASS.... WE'RE A WILDER 
RIDE—A BIG ROLLER- 
COASTER RIDE—AND 
THEY'RE A LITTLE 

BIT TAMER.” 


—MORTAL KOMBAT PRODUCER 
ED BOON, TALKING TO 
EUROGAMER, APRIL 13, 2011 


// GP SAYS: We shall see, Ed. We shall see. 


OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO> 
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FIRST-PERSON 
SHOOTERS 


EYEBALL VIOLENCE 
Computer programmer Steve 
Colley creates Maze War, a 
primitive precursor to Doom 
considered the original first- 


person shooter. It involves moving 
through a wireframe labyrinth in 
first-person while “shooting” other 


players displayed as beanbag- 
chair-sized eyeballs. The Alto 
Xerox version came on a disc 


the size of a truck hub cap. Some 


claim Spasim, which came out 


the same year, beat Maze War to 
the punch of being the first first- 


person shooter. 


72 Butte tet rrort 
xAnN To "SOF THARE 


Xanth Software F/X’s M/D/ 
Maze (renamed Faceball 
2000 on the Game Boy and 
Super NES) features weird 
Pac-Man-clone avatars and 
the very first implementation 
of the deathmatch, a staple 
of the shooter genre in 
which the objective is simple: 
killeveryone. The term 
“Deathmatch” isn’t coined 
until later, though, thanks to 
John Romero. 


Id Software set themselves up 
as pioneers in the first-person 
shooter genre, beginning 
with Hovertank 3D in 1991 
and culminating in a video 
game that becomes the 
archetype for future FPS 
titles: Wo/fenstein 3D. The 
game stars agent William 
“B.J.” Blazkowicz, who purges 
Castle Wolfenstein of the 
Nazis; this culling includes 
the Fuhrer himself, who 
appears as a giant robot with 
four Gatling guns. Id’s Doom 
further influences the genre 
by introducing things like 3D 
environments and networked 
multiplayer. 


RL olURy L t 
Strong storytelling in 
shooters isn’t very common 
until Valve’s Half-Life comes 
on the scene. The tale of 
Gordon Freeman’s hellish day 
working at the Black Mesa 
Research Facility—where he 
witnesses a portal open to 
a dimension inhabited by 
alien monstrosities—lays the 
foundation for other story- 
driven shooter experiences to 
come, like BioShock. 


HAI (OY HAPPENS 

Halo, Bungie's sci-fi 
juggernaut, lands on the 
Original Xbox. While it doesn’t 
necessarily reinvent the 
genre, it paves the way for 
console first-person shooters 
in a big way by creating a 
Standard for console FPS 
controls (though Goldeneye 
OO7 on Nintendo 64 deserves 
some credit for this as well) 
and online multiplayer 
gaming via Xbox Live. 


Ina rather bold move 

by publisher Activision, 

the fourth Cal// of Duty 
installment airlifts the series 
out of World War Il and into a 
more contemporary setting. 
Call of Duty 4: Modern 
Warfare becomes one of the 
best-selling video games of 
all time (deploying 10 million- 
plus copies worldwide). 
Modern Warfare’s 
tremendous success triggers 
a sequel and a trend in 
shooters; 2010’s Medal of 
Honor also abandons its 
WWII setting. 


GENRE-BENDERS AND 

THE FUTURE OF THE FPS 
Predated by titles like the 
original System Shock, 
first-person games like 
Fallout 3, Portal, and 
Borderlands emerge 
embracing a wider variety of 
interactions and themes than 
just “shooting” enemies dead. 
Today the genre continues 

to evolve as the “FPS” label 
becomes less and less apt for 
modern first-person action/ 
RPG/puzzle games that 
constantly break the mold. 


_ EXCLUSIVE! 
RESISTANCES 


PLAYSTATION‘ 
PLAYABLE GAME DEMO 
ONLY ON BATTLE: LA 
LIMITED EDITION BLU-RAY™* 


Battle Begins BATTLE: LA 
lu-ray s DV 


_ RESISTANCE’3 

| 1) Scan the QR Code or download the “Layar Reality Browser” from the app store. 
2) Open Layar and search for “BATTLE LOS ANGELES.” 
3) Start finding Aliens and share your sightings using the [a button! 

. rio Available at 


. amazoncom ee ee al 
RESISTANCE® 3 = -,, soe Specialy (etkae SRGESGG:-_-aikam 


May contain content 
inappropriate for children. ‘ 


ee | 


Visit www.esrb.org for 
rating information. 


In most survival-horror 
games, youre fleeing from 
some ungodly evil, be it 


AMY 


SURVIVAL- 9 
HORROR zombies, malicious ghosts, or 
PSN exploding demon babies (see: 

$12 Dead Space 2). But in Amy, the 


line between man and monster 
is a lot less defined. 
After a horrific train wreck, a 


a - YOU LIKE HORROR 
woman named Lana awakens 


GAMES AND THE 


INDIE 


IDEA OF SWITCHING 
BACK 
AND FORTH FROM HUMAN 


to a world swarming with the 
undead—and the discovery 
that her own body is infected 


‘GAMES — 


TO'DIE-FOR 


JUST BECAUSE 


AND ZOMBIE, YOU'LL 
LIKE THIS. 


with a strange virus that causes 
her to periodically transform 
into one of the living dead. The 
only temporary antidote is a 
creepy little girl named Amy. 
Remaining in “zombie form” 
eventually kills you, but you 
occasionally must let the virus 
overtake your body in order 

to travel past infected hordes 
unperturbed. If that premise 
doesn't sell you on Amy, the 
game's pedigree should; the 
Same Frenchmen and -women 
who worked on 1992’s trippy 
cinematic-platformer Flashback 
are making Amy. 


THESE GAMES 
ee 


| | 
THA Te ay ee 
NOT V ORTH 
YOU Q MIE 


Created by San 
Francisco-based indie 
studio Three Rings 
(Corpse Craft), Spiral Knights 
is a vibrant action-adventure 
MMO in the vein of The 
PC Legend of Zelda. You play 


SPIRAL 
KNIGHTS 


ACTION-MMO 


as one of the titular knights 
whose starship crash lands 
on planet Cradle, which 
is infested with hostile 
extraterrestrials, including 
killer gelatinous pink cubes. 
One of the things that 
sets Spiral Knights apart 
from most MMOs is how 
accessible it is. Spiral Knights 
has many of the things that 
make MMOs great—dungeon 
exploration, character 
customization, guilds, an 
arsenal of sweet weapons 
and gear to discover—but also 
excises many of the things 
that make them annoying 
and intimidating. There’s 
no convoluted inventory 
management, steep learning 
curve, or subscription fee. 
You just jump in and enjoy 
Spiral Knight's imaginative 
sci-fi universe. 


Pees 


a IF YOU LIKE THE IDEA OF 
PLAYING CLASSIC THE 
LEGEND OF ZELDA WITH MANY 
OF THE TRAPPINGS OF AN MMO, 
YOU'LL LIKE THIS. 


a YOU LIKE MONKEY ISLAND, 
PROFESSOR LAYTON, AND OTHER 
PUZZLE-BASED ADVENTURE TITLES 
YOU'LL. LEKE Iris. 


“iid A yf 


PLATFORMER 
PC, MAC, & "POSSIBLY 
OTHER PLATFORMS" 
TBD 


ait YOU LIKE COUNTRY MUSIC, 
ATMOSPHERIC GAMES, AND 
WEIRDS’”, TOU LL LIKE THIS, 


Set in the fictional city of Metropolis 

and inspired by Fritz Lang’s German 

expressionist sci-fi film of the same 
name, Lexis Numerique’s puzzle-infused 
point-and-click adventure game puts 
you in the role of the unfortunately 
named P.I. Red Johnson. After a man is 
thrown off a bridge to his death, Johnson 
must solve the murder as he’s thrust into 
a world of mystery and deceit. 

Solving crimes in Red Johnson’s 
Chronicles involves questioning 
witnesses, cracking elaborate Professor 
Layton-like puzzles, purchasing intel 
from an informant (who's clearly 
inspired by ’7Os jive-talking TV icon 
Huggy Bear), and even engaging in 
quick-time events where the wrong 
press of a button leaves you lying face 
first in a pool of your own blood. 


wo 


Kentucky Route Zero isa 

“magic realist adventure 

game’ in which you 
play as an antique furniture 
deliveryman who embarks 
on a journey down a pitch- 
black Kentucky highway after 
meeting a robotic country 
singer named Junebug. 

If you think that’s unusual, 

wait till you see and hear 
this game in action. Set 
to the moody music of an 
experimental country-folk 
band, Kentucky Route Zero 
is a Slower-paced, visually 
mesmerizing sidescrolling 
adventure. What’s even more 
remarkable is that this game 
is the product of just two 
people's efforts. And while 
the game's only coming out 
for PC and Mac, its makers 
have expressed a lot of 
interest in expanding to other 
platforms soon. 


“hse 


FIGHT! 


QUESTION 


WILL MOBILE PLATFORMS 
SUCH AS THE iPHONE ECLIPSE 
NINTENDO'S AND SONY'S 
HANDHELDS FOR GAMERS ON 
THE GO? 


GP EDITOR | 


CHRIS: 


Cr eS: The iOS is the wave of the future. 
While Sony can make ads proclaiming 
their PSP is for “real gamers” and the 3DS 
is grabbing headlines at the moment, the 
truth is that devs and gamers are flocking 


GP EDITOR // to Apple’s mobile platform. 


BAILEY 


STANCE 


CHRIS HOLT: 


ROUND 2 


ChRIS: “Meatier”’? Kat, you’re a 
vegetarian. /nfinity Blade, Rage HD, 
Madden, and the many other titles 
available on the iOS are plenty meaty. But 
back to Angry Birds—yeah, with over a 
100 million downloads, | can understand 
why Sony and Nintendo mobile fans are 
jealous. No mobile title on Nintendo’s 

or Sony’s platforms have achieved that 


KAT BAILEY: kind of success. Instead, they’re stuck 


ROUND 3 


CHES: It’s not the touchscreen that’s 
prohibiting players from playing Mario, 
but Nintendo. Platformers appear on the 
iOS all the time and do just fine with the 
touchscreen controls. Classic titles like 
Ghost ‘N Goblins and Earthworm Jim and 
new titles like The Incident and Sonic 4 
all call the iOS home. IOS developers are 
flocking to the iOS because it’s cheaper 
and less restrictive to develop for. 


relaunching franchises we've seen before. 


KAT: Yeah, but to what? Angry Birds? |OS 
games have been phenomenally successful 
because they are easy for nongamers to 

pick up and understand, but they’re no 
replacement for the meatier experiences you 
can get on Sony’s and Nintendo’s platforms. 
And don't get me started on the limitations 
of a touchscreen and tilt-only controls.... 


KAT: Should | have said delicious soy-based 
experiences instead? Regardless, you would 
probably keep revisiting familiar franchises, 
too, if they sold 6 million units a pop like 
New Super Mario Bros. Not as impressive 

as Angry Birds, sure, but it’s not like you 

can play games like Mario Bros. with just a 
touchscreen. And Mario definitely isn’t going 
anywhere.... 


KAT: Yes, we get inferior ports on the iOS. 
There's no denying that Nintendo needs to 
loosen its grip on independent development 
for their platform, but iOS gaming 
development is still very much in its infancy. 
Call me when /nfinity Blade is the rule rather 
than Angry Birds and awful ports of Madden. 


VERDICT ——— 


While the numbers quoted by Chris are staggering, it’s going to be a long time before 


gamers give up on their first-party favorites. Advantage: Kat. 


DOMINATE aah 
OPPONENTS .. 


S DIGITALS TORM 


A+ RATED: THE ELITE STANDARD 
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DIGITALS TORM | CuSTOoOMIZE & BUY: WWW.DIGITALSTORMONLINE.COM 
A+ RATED: THE ELITE STANDARD | ORCALL: 1-866-817-8676 


DESIGNED FOR GAMERS 


Experience an entirely new level of performance, design, and engineering with 
an award winning Digital Storm PC. Our obsession with benchmark crushing 
power and silky smooth frame rates, fuels our desire to build the industry's 
most elite systems. Visit our website and customize a new powerful PC today. 


YOU KNOW YOU WANT ONE. MEK oo SS FEY 


SNAP 
mie 


// APICTURE IS WORTH A 1,000 
WORDS—BUT WE'RE NOT GOING 


TO MAKE YOU READ THAT MANY. 


WAR IN THE NORTH 

LETS YOU CREATE 
YOUR OWN FELLOWSHIP 
AND GO ON YOUR 
OWN MIDDLE-EARTH 
ADVENTURE, FIGHTING 
ORCS AND RESISTING 
THE EVIL INTENTS OF 
SAURON. A VALUABLE 
FRIEND, HOWEVER, 
ARRIVES TO HELP 
THE FORCES OF GOOD: 
BELERAM THE GREAT 
EAGLE. THE MIGHTY 
RAPTOR FIGHTS WITH 
YOUR FELLOWSHIP AND 
PROVIDES ACCESS TO 
DISTANT REACHES OF 
THE MAP. 


La + TAKE THAT, NAZGUL! 


// PS3, XB360, PC 


This ruined site was once 
a great city of the North 
called Fornost, the capital 
of the lost Northern realm 
of Andor. It was abandoned 
after a great battle, and 
the Rangers are the only 
people who visit its 
ruins anymore. 


FIRING RANGE WINGED 
VICTORY 


ORCS 'R’ US 


HERO MODE 


a 


HOT GAMES, UPCOMING. 


nthis months previews, we revisit the Umbrella Corp. in Resident Evil: Operation 
Raccoon City, g0 dragon-hunting in The Elder Scrolls V: Skyrim, get beat into 

a bloody pulp with MMA Supremacy, seek out silly weapons in Ratchet & Clank: 
All 4 One, meet a younger Lara Croft in the latest reboot of Tomb Raider, explore 
medieval intrigue in Game of Thrones, hunt bounties on an alien world in Prey 2, and 


get ready for the most intriguing fighting game crossover yet: Street Fighter X Tekken. 


* Above: Street Fighter and Tekken fight for franchise supremacy. See story on page 46. 


~~ EXPERIENCING E3 FIRST-HAND WAS. 
Vf” RESERVED ONLY FOR VIDEO GAME 
bff, _ INDUSTRY PROFESSIONALS — UNTIL NOW. 
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eeeee Starting on May 31st, you can experience E3 through the 

. new E3Insider.com, an in-depth and behind-the-scenes look inside 
at the Electronic Entertainment Expo 2011, the world’s leading 
computer and video game event! 


VA 


E3 Insider delivers the latest 
industry updates, leading £3 is E3Insider.con 
interviews, and product news,  «4§ ws y 
and is exclusively dedicated to Zz BO 
bringing you a live E3 | Experience E3 beginning 
experience. & on May 31, 2011 at 


www.E3Insider.com 


Download photos, watch 
webcasts from the show floor, 
find out about never-before- 
seen games and products, 
and so much more. 
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PREVIEWS // RESIDENT EVIL 


Resident 


// WORDS BY PATRICK SHAW 


Operation Raccoon City 


ween | ikeashotgun blast to the face of slow-paced 


XBOX 360, PC 


survival-horror, Resident Evil returns. 


hether you're tiptoeing through 
a haunted Victorian mansion 
or traveling past a remote 
countryside home of Spanish cannibals, the 
potency of Resident Evil’s horror has always 
been in its settings. That’s largely why the 
next Resident Evil is returning to one of its 
most iconic and bloodcurdling backdrops: 
Raccoon City. 


Rotten City Ransom 
“Returning to Resident Evil 2 and RE3’s 
setting with Resident Evil: Operation 
Raccoon City was an easy decision,” 
Producer Masachika Kawata admits. 
“Raccoon City is the most recognizable 
place in the Resident Evil universe.” In 
Resident Evil 2, a T-virus outbreak rips 
through the small city in Midwestern 


United States, turning most of its 
inhabitants into armies of the undead. 
Operation Raccoon City brings you back to 
the scene of the outbreak. 

Resident Evil 2 protagonists Leon 
Kennedy and Claire Redfield are also present 
in RE: ORC, but Kawata and developer Slant 
Six are cryptic about how exactly you'll 
interact with them considering you're now 


playing as one of two factions: the Umbrella 
Security Service (USS) or the United States 
Special Operations Task-force (Spec-Ops). 
On top of avoiding becoming a chew 
toy for zombie aggressors, each warring 
faction is tasked with separate objectives. 
The USS must protect all aspects of 
the Umbrella Corporation—and even 
destroy incriminating evidence (including 
survivors)—while the Spec-Ops must 
uncover Umbrella’s dirty secrets. 


Evil Comes in Many Forms 
While Resident Evil: Operation Raccoon 
City features some familiar elements, the 
gameplay itself is quite unlike any Resident 
Evil game before it. In fact, it isn’t survival- 
horror at all. “This is definitely a more action- 
focused, modern third-person shooter,” 
Kawata explains, who adds they’re killing 
series staples that get in the way of the 
action, including bullet-rationing and having 
to locate a typewriter to save your progress. 
“Now to save your game you must destroy 
typewriters, he jokes, later explaining that 
among other enhancements, an easy-to-use 
save system is a priority for Slant Six, who 
worked on Sony's SOCOM series. 
Tactical-combat is at the heart of 
Operation Raccoon City, but the team 
promises there will still be plenty of chills. 
RE: ORC’s storyline also sheds light on 


mysteries of past Resident Evil games, as well : 


as what exactly goes on behind closed doors 
at the Umbrella Corporation. “You will get 
a sense of what Umbrella is thinking based 
on the orders the security forces are getting. 
You ll definitely be getting some insight 
into what’s motivating Umbrella this time,” 
Kawata notes. “Who knows, maybe you'll 
even start to like Umbrella a little bit.” 
Despite the familiar faces and places 
featured in Operation Raccoon City, most of 
what you experience is new to the franchise. 
But Kawata says they still have some secrets 
in store for fans of Resident Evil 2 and 
Resident Evil 3. “We will have things that 
specifically harkens back to Resident 
Evil 2,’ Kawata reveals. “We’re having a lot 
of fun with that and we’re playing off those 
Resident Evil story notes that everybody 
knows and loves.” 


DID YOU KNOW? 


"a developed a drastically different 
version of Resident Evil 2, which featured 
fat zombies, a more modern Raccoon City Police 
Department, undead monkeys, and a blonde 
female protagonist named Elza Walker in place of 
Claire Redfield. They scrapped the game dubbed 
“Resident Evil 1.5” before working on a new game 
that became Resident Evil 2. 


In order to preserve the mysterious and ominous nature 
of Umbrella’s forces, you never actually see their faces. 


Action is essential to the experience, but plenty of zombies are shambling about, 
such as this unlucky former police officer who's being used as a rancid meat shield. 


PREVIEWS // ‘THE ELDER SCROLLS V: SKYRIM 


THE ELDER SCROLLS V- 


SKYRIM 


Dragons, shouts, and partying like youre Gandalf give you 
more freedom to craft your own tale in Tamriel. 


PLAYSTATION 3, 


XBOX 360, PC 


// WORDS BY JASON WILSON 


ragons pervade human mythology. 
You can find these great beasts in 
Jewish and Persian tradition, in 
Chinese legends (where they'll generally 
benevolent creatures), and in the folklore 
of Europe. 

Dragons are a key component to the lore 
of The Elder Scrolls as well, even if the great 
beings have never appeared in the series 
before. Dragons are near-mythic creatures in 
Tamriel; the ancient Nords worshipped the 
scaly beasts. Some of the greats of Tamriel 


history, such as the Emperor Tiber Septim, 
are “Dragonborn,” people born with the souls 
of dragons. 

And the next Dragonborn to influence 
Tamriel is...you. 


Flames of Oblivion 


“We started working on this game after 
Oblivion in 2006, and we knew we wanted to 
do something that has a different vibe than 
Oblivion,” says Todd Howard, the game direc- 
tor for The Elder Scrolls V: Skyrim. “We wanted 


to do something more rugged. We immedi- 
ately stuck with Skyrim and dragons.” 

Dragons should be epic encounters in any 
game, let alone a long-lived fantasy series 
that’s finally including them 17 years after 
its debut. “Dragons—and | promise you, 
they are unscripted in this demo. I don’t 
know what he is going to do; I don’t know 
where they are going to go—are our big boss 
fights,” Howard says. “You have to use a lot 
of resources to win, and sometimes running 
away is the best option.” 


The first time Howard bumps into a 
dragon is when he’s seeking a golden dragon 
claw (see—the entire world has dragons on 
the brain!), and he did just that—he ducked 
into the Bleak Falls Barrow, where he was 
pursuing the dastardly bandits who stole the 
claw. Even inside the barrow, you could still 
here the dragon’s snarling and stomping. 
“Combat is debate to dragons,’ Howard dead- 
pans, noting that you can even hear dragons 


speak a word of power when they blast you 
with fire. 


Soul of the Dragon 

You are one of the Dragonborn, bearing the 
soul of a dragon; you are “anointed by the 
gods.” As a Dragonborn, you possess the 
“Voice,” great shouts imbued with magic. 
These words of power found about Skyrim 
fuel these shouts. 


These words of power are secrets of the 
ancients, and one place you can find them 
are the resting places of the ancient Nords. 
In the demo, Howard delves into the Bleak 
Falls Barrow after the thieves and learns 
from one of the bandits that the dragon claw 
opens the door to even greater treasures. 
After exploring deeper into the barrow and 
fighting off the Draugr, ancient undead 
Nords, Howard finds a curved wall inscribed 
with the words of power. It’s guarded by an 
undead Dragon Priest, who floats out of a 
sarcophagus and summons an Atronach, a 
sort of elemental golem. 

By reading these words of power, you 
gain different sorts of shouts; the one 
Howard finds at the bottom of the barrow is 
“Unrelenting Force,” which pushes back and 
staggers foes. “You use these words to make 
shouts. You have three levels of shouts, each 
powered by a word,’ Howard says. “You can 
use the first word [in this case, Unrelenting 
Force]; and if you use a stronger version of 
the word, the cooldown meter takes longer to 
cool down.” It’s important to use the proper 
shouts for the situation; you don’t want to 
use a more powerful shout and find yourself 
ruing the cooldown meter when you're barely 
holding your own against something nasty, 
like a maruading giant. 
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Two Hands 
Are Better Than One 


Dragons aren't the only change coming to 
Skyrim: Bethesda’s finally allowing players 

to dual-wield weapons—and even spells. Of 
course, you can wield a sword and shield, but 
now you can bash foes with that shield. Or 
you can drop the shield and either cast spells 
or wield another weapon. You can even play 
Gandalf the Grey and wield a sword in one 
hand and hold a staff in your off-hand (it’s 


up to you to provide the “You shall not pass!” 


sound effects, though). 
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That shield isn’t 


going to be much help against a dragon. Maybe you should replace it 


with a spell, as Skyrim allows you to fight with a weapon in one hand and magic in the other. 


Spellcasting’s the greatest beneficiary of 
this change. You can cast offensive spells or 
support magic from your off-hand as you 
bash or slice enemies with your weapons, or 
put a heal spell into your off-hand. And here’s 
the best part: If you put the same spell in 
each hand, you can cast a “mega” version of 
the magic. 

All of theses additions are all about free- 
dom—freedom to determine tactics, freedom 
to explore the world, and freedom to explore 
the lore. I’m happy that Bethesda appears to 
be giving us more ways to lose ourselves 
in Tamriel. 


reedom is a cornerstone 

of The Elder Scrolls. While 
many consider this a 
first-person game, a number of 
gamers (myself included) prefer to 
play the series in third person. We 
want to see all of the cool armor 
and weapons we're wearing, and 

| find it easier to fight from that 
perspective. Game Director Todd 
Howard understands this, noting 
that Skyrim accommodates both 
playstyles. “A lot of people like to 
play in third person. It behaves a lot 
better than [the series] has before 
as a third-person game. It’s going 
to compete with the third-person 
games out there.” 


They’ve brought a Frost Troll. It looks more like Bigfoot, though... 
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WHAT IS SKYRIM? 


jo~ 


Cyrodil 


kyrim is the northernmost province of Tamriel and 

the home of the Nords, considered to be the original 

humans of The Elder Scrolls world. Game Director 
Todd Howard calls it a “rugged place.” It features the tallest 
mountains in Tamriel, and Howard promises you can climb 
up to their peaks. You can find pine forests and volcanic 
tundra in Skyrim. Five major cities, nine “holds,” and other 
towns make up the province. The ancient Nords, whose 
barrows litter the region, worshipped dragons, and | can’t 
help but wonder if Skyrim is also the name of one of those 
legendary beasts.... 
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- Supremacy MMA's damage system allows you to not only snap bones but make your opponents bruise and bleed. 


Supremacy MMA 


Lye-gouging. Head-stomping. Groin violence It’s all legal 


™ in this brutal take on mixed martial arts. 


// WORDS BY PATRICK SHAW & 


oday’s mixed martial arts (MMA) 

is a legitimate, organized, and 

regulated sport. As ruthless as 
the fights on TV may seem, rules are in 
place that protect fighters from inflicting 
irreversible damage on their opponents. 
But this wasn’t always the case. The early 
days of MMA, and the Ultimate Fighting 
Championship in particular, were barbarous 
events with essentially no rules: Bare- 
knuckle beat-downs, hair-pulling, kicks to 
the balls—it was all fair. One fighter, Art 
Jimmerson, used to compete wearing just 
one big boxing glove. 


Brutal Throwback 
Video-game franchises like UFC Undisputed 
and EA Sports MMA focus on creating a 
realistic representation of modern MMA, 
whereas Supremacy MMA is a throwback 
to the gory days of the sport. “We’re going 
back to the origin of the sport when things 
werent banned,’ Supremacy MMA Director 
Ricci Rukavina says. “The moves that were 
legal back then make for great gameplay. We 
want you to head butt. We want you to break 
limbs. It just makes for a better game.” 
Rukavina says Kung Fu Factory is no 
newcomer in the fighting arena, either. 
The designers have worked on games like 
UFC Undisputed and Mortal Kombat. “One 
of our Japanese designers is a Tekken 
world champion,” he adds. Their vision for 
Supremacy MMA is to create a game that 
emphasizes arcade-style fighting, rather 
than the slower-paced, highly technical 
fighting of other MMA games. Kung Fu 
Factory's going for a game that plays 
more like Street Fighter, but they’re not 
abandoning realism altogether. “There is 
a degree of authentic simulation to the 


underground venues make it clear that this isn’t the UFC. 


Supremacy MMA 
encourages you to attack 
opponents in ways declared 
illegal by the Unified Rules 
of MMA. Here are some of 
our favorites. 


Head butts 


Face-first “Fireman’s 
Carry” pile-driving 


Groin attacks 
Breaking bones 


Striking the spine or 
back of the head 


Throat strikes 


Stomping opponents 
on the ground 


Neck-snapping 


experience, Rukavina says, “but this is MMA 
how we want it.” 


A Slap in the Face to MMA? 


Supremacy MMA combines real-life and 
fictional fighters hailing from different 
countries. Each combatant also has their 
own fighting style and backstory, the latter 
of which you learn about in the career mode. 
Unlike today’s MMA, where fighters are well- 
rounded, MMA Supremacy’s fighters have their 
own distinct strengths and weaknesses. 

“What we have is like ‘bear versus shark,” 
Rukavina suggests. “Supremacy MMA’s 
about finding out what happens when we 
pit this guy over here against that guy over 
with very different skills.” Another way the 
game spices up the fighting is by introducing 
female fighters, a feature that’s ignited 
controversy in the MMA community. Some 
have even blasted the game’s inclusion of 
real female fighters like Michele “Diablita’” 
Gutierrez and Felice “Lil Dog” Herrig as “a 
slap in the face” to mixed-martial arts, which 
Rukavina thinks is ridiculous. “MMA is so 
big—nothing is going to take it down,” says 
MMA featherweight champ Jens Pulver, who 
provided feedback to the game’s designers 
and his likeness for his character in MMA 
Supremacy. “If anything, the female fighters 
bring something new to the table.” 

With Supremacy MMA’s focus on delivering 
on the sheer brutality and spectacle of the 
sport—while axing many of the things that 
may be interesting to watch on TV but not 
fun to play in a video game—Rukavina and 
Kung Fu Factory are on their way to bringing 
MMA fans something awesome. 


ailing from Sunnyside, 

Washington, featherweight 
champ Jens “Little Evil” Pulver is 
one of Supremacy MMA‘ real-life 
playable characters. 


Age: 36 

MMA Record: 23 wins 

(11 by knockout), 14 loses 
Fighting Style: Boxing, wrestling 
Career Highlights: One of the 
few to defeat BJ Penn; TKO’d 
Japanese fighter Kenji Arai witha 
“soccer kick” to the face. 
Random Fact: He's a gamer and 
loves World of Warcraft. 


Jumping up into the air and double-foot stomp- 
ing your opponent's face with all your weight: 
100 percent legal and 100 percent awesome. 
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Bumbling superhero Captain Qwark, robotic supervillain Dr. Nefarious, and 
Ratchet and Clank join forces as playable characters in All 4 One. 


RATCHET & CLANK: 


ALL 4 ONE 


// WORDS BY OLIVIA HUBERT 


An unlikely foursome work together in Ratchet & Clank’s 
first co-op adventure. 


ans have been clamoring for 
cooperative play since Ratchet 

& Clank’s inception during the 
PlayStation 2’s heyday. Almost a decade 
later, Insomniac Games is finally delivering 
the PS3-exclusive franchise’s first foray into 
co-op with Ratchet & Clank: All 4 One, which 
according to Studio Director Chad Dezern 
nearly tripled their usual development 
period to ensure they got the game “right.” 


A Clashing Quartet 

One of the earliest and most important 
decisions in Ratchet & Clank: All 4 One's 
development came about after a serious revi- 
sion. The original roster of heroes actually 
rounded out at two—the best-friend duo and 
title characters, Ratchet and Clank. With the 
longer development time, Insomniac turned 
a two-player franchise into a four-player ex- 
perience with the addition of Captain Qwark 


and Dr. Nefarious, two of Ratchet & Clank’s 
iconic characters. 

Tensions run high in this mismatched team 
with a tightly interwoven past. “This is a 
group of main characters that don t like each 
other,” Dezern says. “In fact, one of them, 
Nefarious, 1s actively a supervillain, and we 
retain [this dynamic] throughout A// 4 One.” 

Not only is Nefarious a supervillain, he’s 
also responsible for bringing Ratchet and 


The quartet lands in unfamiliar territory when a scheme by Dr. Nefarious 
goes horribly awry, and they must work together despite their differences. 


Clank out of retirement. After a failed attempt 
to destroy his nemeses, Dr. Nefarious attracts 
the attention of a mysterious monster called 
the Creature Collector. The Creature Collector 
kidnaps the four “heroes,” and they wake 

up on an unfamiliar planet, forced by 
circumstance to work together to make their 
way back. 

‘We chose these characters thinking we can 
get the most interesting interplay,” Insomniac 
Production Director Shaun McCabe explains. 
“Dr. Nefarious and Qwark have a history. 
Ratchet and Clank obviously do. And then all 
the characters do. Seeing how the interplay 
between them is, we’ve definitely made the 
right decision with these guys.” 


Ratchet DNA 

All 4 One brings the list of Ratchet & Clank 
titles to an impressive 10. The story and game- 
play may have a new focus, but the backbone 
of the series has always been its humor. T.J. 
Fixman has written every Ratchet & Clank 
game, and with the wild-card-bunch of heroes 
in All 4 One, he’s using the tension between 
characters to pull off serious laughs. 

As a third-person shooter, Ratchet & Clank 
is known for its creative lineup of weaponry. 
As the heroes battle their way back to familiar 
ground, they’Il come across a bevy of un- 
conventional weapons, too. “The thing that’s 
driving the design of all the weapons is that we 
want them to feel powerful when you use them 


together with other players, but we also want 
them to feel powerful when you use different 
weapons,’ Dezern says. 

Cooperative play in video games has been 
around since quarters were the primary gaming 
currency. And in Ratchet & Clank: All 4 One, 
working as a team is what drives the story. 
But Insomniac’s added a new, human element 
to the game: competition. “You’re fighting 
enemies in the world, but you’re also fighting 
actual human beings on the couch next to you, 
people who may or may not punch you at any 
given time,” McCabe says. 


nan effort to preserve the 
franchise’s continuity from 

A Crack in Time to All 4 One, 
writer T.J. Fixman has completed 
a six-issue comic-book series 
released by DC Comics. Together 
with artist Adam Archer, the 

two have created a beautifully 
rendered spin-off adventure that 
follows Ratchet and Clank ona 
new quest to save the universe 
from Artemis Zogg, the former 
Polaris Minister of Defense who 
starts stealing entire planets in 
order to rule his own corner of 
the galaxy. The Ratchet & Clank 
comic book series is also available 
for download for the PSP via the 
PlayStation Network. 
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TOMB RAIDER 


The younger, rawer Lara Croftis a dirty girl. 


// WORDS BY TOM PRICE & 


orget about the short shorts. Don’t 
even ask about the number of 
polygons in the boobs. This Lara is 
not the one we all know (and some love), the 
one with the impossible measurements and 
the impossible abilities to hang from her 
fingertips, back-flip over chasms, and spray 
down a squad of generic bad guys with dual 
mini-Uzis like some kind of superheroine 
ninja. That independently wealthy, 
globetrotting adventuress Lara is gone, 
replaced by a new heroine (still named Lara 
Croft) and a new game (still called Tomb 
Raider) that is quite unlike any of the Tomb 
Raiders that preceded it. 

The changes to the Tomb Raider formula 
don’t stop with the grittier, down-to-earth 
origin story that drives the narrative. Every- 
thing about this game feels different—the 


environments, the way Lara controls, and 
how the basic structure of the game unfolds. 
Traversing vertical environments and solving 
puzzles is still the bread and butter of the Lara 
Croft experience. But everything about this 
Tomb Raider—the tone, the pacing, and the 
style of the game—feels completely new. 


I’ve Just Seen a Face 

My “aha!” moment came while watching 

one of the cut-scenes during a demo at 
Crystal Dynamics’ offices. The quality of the 
voice acting and mo-capped facial anima- 
tions appears to be on a par with games like 
Enslaved: Odyssey to the West or Heavenly 
Sword in terms of their expressiveness and 
capability to convey real emotion. After being 
confronted with the task of climbing an im- 
posing cliff in the rain—while being attacked 


by who knows what—in a desperate attempt 
to broadcast an emergency signal, the young, 
swaggerless Lara seems to have a real sense 
of dread toward her predicament. With one 
dread-filled glance, you find out more about 
who this Lara Croft is than you ever did about 
the older, wise-cracking adventuress. 

This particular challenge lies at the heart of 
one of game’s “hubs,” a new format for organiz- 
ing its levels and narratives that eschews the 
older, more linear model. But as Global Brand 
Director Karl Stewart points out, “It’s not open- 
world, but it’s not exactly linear, either. You will 
have multiple objectives in a single area as well 
as the ability to go back and discover new hidden 
or locked areas once you upgrade your abilities 
or equipment to do something new. You'll find 
anything from collectibles to various items that 
add to the unique backstory.” 
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Lara RPG 


That ability to upgrade is key to Lara surviv- 
ing her ordeal. Crafting items and improving 
her abilities doesn’t just give you access to 
new areas, it also helps you develop Lara 
from a scared young woman out of her ele- 
ment into the confident badass that she will 
one day become. It also helps you appreci- 
ate a game built around running the player 
through a gauntlet of emotions rather than 
running them through gauntlet of spinning 
blades that still work despite being thou- 
sands of years old. 

Crystal Dynamics have called previous 
Tomb Raiders “reboots,” but this time it ap- 
pears they really mean it. If you fell out of 
love with Tomb Raider, this new game may 
have you contemplating giving her—I mean, 
it—another chance. 


NO MORE LEVERS 


he developers at Crystal 

Dynamics really wanted to 

get away from the concept 

| of big, ancient puzzles made from 

| huge blocks, levers, and pressure 
plates, because seriously, who 
made those things, and how is it 
even possible they are still work- 
ing? The puzzles in the new game 
are made of more believable stuff, 
and these reward you for thinking 
laterally. And if you get stuck, you 
can use Lara’s “survival instinct,” 
which is a special view not unlike 
the detective mode in Batman: 
Arkham Asylum. Except you can’t 
just play with it on for the whole 
game, not that you’d want to. 


Roth (left) is the captain of The Endurance, a longtime Croft family friend, and an adventurer whose 
exploits put that Dos Equis Guy to shame. He’s also a bit of a mentor to the young Ms. Croft. 


With THe GREATEST OF EASE: 
LARA'S GYMNASTIC MOVES GET AN UPGRE 


ou can argue that the origi- 
nal Tomb Raider games are 
just big jumping puzzles 


punctuated by some button 
pushing and gunplay. You could 
easily miss a jump if you weren't 
lined up exactly right on a ledge, 
leading to a lot of frustration. This 


time around, jumping should be 
a lot easier, with levels that are a 
bit more forgiving yet still thrilling 
and some added commands like 
steering in midair and finer speed 
control. The object is to make the 
movement feel more free, and 
less of an inhibitor to fun. 


PREVIEWS // A GAME OF THRONES: GENESIS 


A GAME OF 


Magic is not a big part of the game, just like in the original 
source material. It left the land when the dragons died. 


THRONES 


GENESIS 


The popular fantasy novels and HBO series get the video-game 


lt WORDS: BY: LOM: PRICE 


treatment it—surprisingly—hadnt yet earned. 


he runaway success of the recent 

HBO miniseries has brought George 

R.R. Martin’s A Song of Ice and Fire 
series to the forefront of the pop-culture 
zeitgeist, though longtime fans of the novels 
are probably sniffing the air at all the new 
converts to the fantasy series. Mainstream 
success just kills it for some people. 

What's interesting, though, is that it took 
this long for A Song of Ice and Fire game to be 
made, considering the rabid fandom of the 
discriminating nerd set. Apparently, Martin 
wanted to make sure his fantasy world of 
political intrigue and compelling characters 
was treated right, and the developer who 


won the chance to make it right is Cyanide 
Studios of France, best known for titles such 
as Blood Bowl and Cycling Manager. Can they 
get the nuances of such a beloved fantasy 
series right? 

A Game of Thrones: Genesis is a real-time 
strategy game first, letting you pit armies of 
infantry, bowman, knights, and the like of 
the different houses of Westeros against one 
another. But more importantly, it’s a game 
of intrigue and subterfuge, keeping with 
the Machiavellian undertones of the source 
material. Sure, you can lay siege to a castle, 
but have you considered putting your spies 
or envoys to work, or perhaps you could have 


a noble lady seduce and marry an impor- 

tant member of the other house? Have you 
consulted your assassins or perhaps proposed 
a secret alliance? Backroom politics and ma- 
neuvering promise to be a central component 
of the game’s mechanics, letting gamers use 
trickery as a weapon more powerful than a 
volley of arrows. 

If you're wondering which books A Game of 
Thrones: Genesis covers, the answer is none— 
sort of. Genesis covers many events refer- 
enced by Martin in his stories, but it takes 
place approximately 700 years before Aegon’s 
Landing, with the arrival of the Rhoynar and 
their queen, Nymeria, giving players a look at 


the events that helped shaped the worlds that 
the books cover. This is all very official fanfic, 
with Martin’s full support. Many events 
that he references in the books, like Aegon’s 
Conquest, the Dance of the Dragons, or the 
Blackfyre Rebellion, will be explored or told 
in more detail in this game, giving fans a true, 
author-approved prequel to sate their thirsts. 
Players may experience two basic single- 
player modes. One is a straightforward 
campaign mode where you complete a series 
of scripted missions traversing the history of 
Westeros. The other mode has you competing 
as one of the great houses, like Lannister or 
Baratheon, and you use any means—rmilitary, 
diplomatic, economic, or treachery—to rise 


above A.I. or human opponents to the Iron 
Throne. Multiplayer options should go be- 
yond that as well, with plans to support up to 
eight players online over a variety of modes. 

Slated for release later this year, A Game 
of Thrones: Genesis will be followed up by 
another AGOT game, a more conventional 
RPG that will be on PC as well as Xbox 360 
and PlayStation 3. With the HBO show, the 
recently completed new book A Dance With 
Dragons, and these games from Cyanide, 
fans of Martin need to prepare themselves 
for the A Song of Ice and Fire series to become 
a household name. Either that or just bask 
in the glow of more amazing stories from a 
universe that is rich with them. 


A TV SHOW OF ICE & FIRE 


HBO’s Game of 
Thrones comes out 
of the gates strong 


fter a healthy premiere, 

HBO almost instantly 

signed their original series 
Game of Thrones to a second 
season, thanks in no small part to 
the fans of the books turning out in 
droves to see it. More importantly, 
it’s the high production values, the 
excellent acting that HBO series are 
known for, and that doing right by 
the source material that’s made it 
a success. But when are actors like 
Sean Bean and Peter Dinklage not 
awesome? « 


PREVIEWS // PREY 2 


Along with being full of aliens, The Bowery also serves as the 


unofficial red-light district of Exodus. 


PLAYSTATION 3, 
XBOX 360, PC 


series next star isnt a mere 
white guy witha gun. 


// WORDS BY JASON WILSON 


The alien citizens of Exodus may prove to be helpful, indifferent, 
or downright hostile to you. This guy isn’t a helpful chap. 


he most memorable thing about Prey, 

at least for me, is its main character, 

Tommy: How many games star 
Native American characters? Prey developer 
Human Head received kudos for breaking 
out of the “white guy with a gun” archetype 
so typical of first-person shooters. 

So, what greeted the enthusiast press when 
we walked in to see a demonstration of Prey 
2? A movie-sized screen with...a white man 
with a gun. 

Chris Rhinehart understands this is a mas- 
sive shift for the series. “Because Tommy is 
part of Prey 1—and he’s in Prey 2, of course— 
but Prey 1 is more about Tommy’s story. But 


the Prey universe isn’t about that guy,” says 
Rhinehart, the project lead and cofounder of 
Human Head. “The Prey universe isn’t also 
necessarily about going through and always 
playing a minority [character] in different 
games. The Prey universe is a larger universe 
about these aliens going around in these 
giant spheres that are the scourge of the 
galaxy.” 

Prey 2 focuses on Killian Samuels, a U.S. 
Marshall who was on a plane snatched by The 
Keepers and brought to the sphere Tommy 
destroyed in the first game. After the aliens 
knock him out, he wakes on Exodus, a world 
of light and darkness that’s full of crime, 


corruption, and vice. It’s an ideal setting 

for an open-world game, one of the other 
changes to the sequel. And race isn’t the only 
major difference between Killian and Tommy. 
You see, Killian’s a bounty hunter. 


‘it’s Boba Fett’s Story’ 


The open-world formula, Rhinehart believes, 
suits a bounty hunter. Prey 2 affords players 
freedom in how they tackle missions and 
problems. And by playing a bounty hunter 
and giving the player the choice that comes 
from an open-world game, Human Head is 
introducing more moral ambiguity into the 
game. “If Prey 1 is Luke Skywalker’s story, 


4) =BOUNTY HUNTERS WE © 


1) Boba Fett 
(Star Wars) 


2) The Man with No 
Name (Sergio Leone’s 
“Dollars Trilogy”) 


3) Colt Seavers 
(The Fall Guy) 


4) Samus Aran 
(Metroid) 


5) Dog (Dog the 
Bounty Hunter) 
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Prey 2 is more Boba Fett’s story,’ Rhinehart 
says. ‘It’s still in the same universe; it doesn’t 
mean that one of the characters is gone or 
totally removed. It’s just exploring another 
side of the universe.” 

In the first Prey, it’s clear that Tommy is 
the good guy. Killian, however, can work the 
margins. “You can explore both sides of the 
prey/predator [equation],” Rhinehart says. 
Samuels begins the game as the prey as an 
alien abductee. But as he grows as a bounty 
hunter, he can become a predator. 


A Choice World 


Choice abounds in Prey 2. Exodus’s design 
accommodates plenty of what Rhinehart labels 
“vertical gameplay”’—you can vault over ob- 
stacles, climb over walls, and grasp edges after 
leaping over open spaces (a pair of hoverboots 
also helps you get around). You can also use 

all of this in combat, hanging off edges and 
firing your weapon (or using that edge as cover, 
believe it or not), or climbing up a building and 
blasting a foe on the ground—or to get the drop 
on them, quiet-like. 
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“We wanted to meet and exceed player 
expectations for a game coming out in 2012,” 
Rhinehart says of the shift to an open world, 
noting that in the growing popularity of the 
open-world market, shooters are rare. “Play- 
ers definitely have an appetite for open-world 
games and this style of game. 

“[W]e’re huge fans of open-world games, 
and it’s almost the writer thing: Write what 
you love. Gamers make what you love.” 

Choice applies to how you handle your 
bounties. Samuels packs a number of gadgets 


to help him track his target. His visor lets 
him scan the area and find new targets. A 
bola gadget can immobilize a bounty (though 
we learned it has limited use, as one bad 

guy fled by teleporting short distances), or 
he can blast them with guns or shoulder- 
mounted rockets. The visor also provides 
info on the targets. 

You can also choose how you gain infor- 
mation from informants. Needing info on 
a mob boss, Samuels checks in with one of 
his regular information brokers. The alien’s 
backed up by a pair of guards and asks for 


more credits than Samuels has. Instead 


of going out and making more dough, he 
threatens to reveal the intel you seek. In this 
case, Samuels blasts one of his bodyguards 
and sends the other over a railing. The 
informant gives up the information—but 
promises that he would come a-callin’ for 

a favor. 


Alien Noir 

Along with being an open-world game, 
Rhinehart also calls Prey 2 “alien noir” 

and lists Bladerunner as one of the game’s 
inspirations. Beyond this significant sci-fi 
masterpiece, though, most people may not 


You never know who—or what—you might meet while exploring 


The Bowery, the seedier part of Exodus. 


think of sci-fi as a suitable setting for noir. 
Rhinehart sees the two going well together. 
“[Sci-fi] is dark, moody—I don’t mean dark 
visually, but in terms of tone,” he says. “One 
aspect of noir I like is that the world if kind 
of a rough, tough place, and sometimes it’s 
about one character making a bit of a differ- 
ence. Even if he doesn’t change the world, he 
makes a difference in some way. 

“T really like that aspect, and I think that’s 
something that really fits sci-fi as well.” 
It’s clear that Human Head’s providing the 
methods for players to make a difference in 
the world. 
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hen Capcom producer Yoshinori 
Ono first brought up the idea of 
a crossover fighting game with 
his Namco Bandai counterpart, Katsuhiro 
Harada, they were actually celebrating the 
success of Street Fighter IV over a meal of 
Korean barbeque. “When Street Fighter IV 
came back, it was the kind of the ‘comeback’ 
of Street Fighter,” Ono says, recounting the 
fateful conversation that led to not one 
but two major game concepts. “Harada-san 
was also very excited about that, because it 
means more fighting-game players. So, right 
around that time, we were having Korean 
barbeque together one night, and it just 
naturally came about in the conversation. It 
was like, ‘Hey, let’s do this, and do it for real.’ 
So, it was really kind of half-and-half. Both 
Capcom and Namco decided to do it.” 
Although it’s not the first time that 
Capcom and Namco have worked together 


on a project — that distinction goes to the 
Japan-exclusive RPG cult hit Namco x Capcom 
— it’s the first time that Ono and Harada 
have collaborated on a fighting-game series. 
Yet, at the same time, both producers and 
their companies are still working separately. 
Capcom is currently at the helm of Street 
Fighter X Tekken, the 2D crossover that (so 
far) features Capcom icons like Ryu, Ken and 
Chun-Li, with Kazuya Mishima and Nina 
Williams stepping in to represent the Tekken 
franchise. At the same time, Namco is taking 
on Tekken X Street Fighter, which will use the 
3D fighting engine of the Tekken series, but 
likewise pull its cast from both companies’ 
stabels. Although Capcom’s game will launch 
far before Namco’s own project is finished, 
the two companies face the same difficult 
task of trying to appeal to two polar opposite 
fan bases at once. In a way, it can almost be 
seen as a friendly rivalry. 


| 
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Greater Expectations 


“It’s a challenge,” says Ono, referring to the 
expectations from both groups of fans. “To 
try and get around that, we're focusing really 
hard on the gameplay itself and finding ways 
to not force a square peg into a round hole. 
[We want to] take Tekken and Street Fighter, 
elevate them to a new place, and put them on 
a new stage and see how they play together. 
It’s really all going to come down to the way 
the game plays, and that’s where we're put- 
ting all of our energy now—to make sure we 
don’t betray what it is the fans are expecting.” 
We already know that both games will 
likely have to trim their character rosters in 
order to compensate for the large number of 
fighters on both sides. Both studios are still 
early in the development process, so Capcom 
and Namco have critical decisions to make 
beyond whether to include one character over 
another. Right now, the spotlight is focused 
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squarely on how the characters look, with 
each new trailer and screenshot receiving 
incredible amounts of scrutiny across 

the Internet. 

It’s an interesting puzzle that doesn’t seem 
to have a definite answer, as both Capcom 
and Namco Bandai must bring each other’s 
characters out of their natural element. For 
Capcom, the issue is taking the Tekken roster 
and retooling each character’s movesets to 
function in a 2D engine. Thankfully, the 
announcement trailers give a good hint at 
how it'll work, with Street Fighter X Tekken 
showing off tag-team maneuvers much like 
that of Street Fighter EX3 or Dead or Alive, as 
well as a modified art design that makes the 
Tekken crew fit naturally into the distinct, 


bhi & TALE OF 


TWO FRANCHISES 


Street Fighter and Tekken may have their 
differences, but they have just as much 
in common. 
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BARELY LEGAL SCHOOLGIRLS 


cel-shaded world of Street Fighter IV. Even 
with early footage providing the smallest 
glimpse of the overall game, both Kazuya and 
Nina look like they already fit into the Street 
Fighter universe, a transition Ono claims was 
easier to achieve than expected. 


Catching a Lucky Break 

“It actually wasn’t as difficult as you may 
think,” Ono says about mixing the different 
art and character designs. “With Tekken, cer- 
tainly their engineers use really photorealistic 
graphics. But if you look at the actual char- 
acter designs themselves—the hair-styles, 
the proportions, the stuff they’re wearing— 
there’s nothing really realistic about that at 
all. So if you take that and put it into a less 


realistic, more painterly style, it actually fits 
really well. I think we got kind of lucky in that 
respect, because we were really worried about 
it at first. If you look at the game as it is, 
Kazuya really kind of fits into that world. He 
doesn't look like he doesn’t belong. I think we 
ended up in a good place, and it wasn’t that 
hard to get there.” 

Luckily, the same seems true for Namco, 
as early artwork of Ryu in the Tekken engine 
seems to be faithful to the character’s iconic 
look. Although he looks decidedly more 
chiseled and lifelike, Ryu’s profile in Tekken 
X Street Fighter doesn’t stray too far from 
his natural design. But questions about the 
crossover of both rosters go beyond the art 
style. The biggest issue lies in the gameplay 


perspective. Will the Street Fighter characters 
have their projectile attacks nerfed in order 
to level the playing field? How will Capcom 
approach the Tekken fighters and their lack of 
“special” moves? 

Whatever the answers turn out to be, the 
good news is that Capcom and Namco appear 
to trust each other implicitly with their fran- 
chise. In fact, both studios have kept contact 
toa minimum. “It’s a completely hands-off ap- 
proach on both sides,” Ono says. “They’re do- 
ing their thing; we're doing our thing. They’re 
out in Tokyo; we're in Osaka. They don’t really 
know what we're up to. In fact, when the 
embargo lifts and [the next] trailer goes out, 
it'll probably be the first time they’ve seen it. 
There’s really no input from either direction 
at this point. For all we know, they don’t even 
know we have Bob in it.” 


Playing Favorites 

Although Ono and Harada have been kidding 
around about deliberately handicapping the 
respective opposing roster in each game, Ono 
insists that a key issue is not overselling one 
group of fighters against the other. “Well, | 
have considered a secret code or something, 
unlocking the ability to make it SO that Street // STREET FIGHTER 
Fighter characters won't lose,” Ono jokes. “But VS. THE WORLD 

in all seriousness, if you look at the trailer, it’s 
literally Kazuya’s foot on Ryu’s head. So right 
out of the gate, we're saying that we're not 
taking the upper hand here. We're kind of on 
even footing. We want Tekken fans to enjoy the 
game. We want Street Fighter fans to enjoy the 
game. We don't want either to feel they they’re 
getting shorted.” 

But even though Capcom’s working to give 
both sides in Street Fighter X Tekken a level 
playing field, Ono doesn’t mind outing one 
new addition as a personal favorite. “He'd love 
to wake up next to Nina,” says Ono’s transla- 
tor. “Let’s just put it there.” 
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08d | DECONSTRUCTING THE HIGH END 


You see them in ads, with 
tubes of blue coolant coiled 
beneath the transparent 
panel, like glowing 
radioactive intestines. 

The thought of actually 
building one yourself seems 
ridiculous, like attempting 
to build your own NASCAR 
racer. 

A modern gaming PC really 
needs just 


HICH FRAME RATES 


in modern PC games and 


STABILITY. 


If the frame rates aren't 
there, games become 
unplayable. If stability isn’t 
there, then it doesn’t matter 
how much performance you 
have—if your game crashes 
frequently, you're not hav- 
ing a good time. Whenever 
I build a system, stability 
is always foremost in my 
mind. 

Getting high frame rates is 
a juggling act between CPU 
performance, graphics card 
capabilities and the graphics 
settings in-game. And while 
CPUs are important, the GPU 
and game settings are more 
critical. If you have a high 
performance GPU (or two!), 
you can max out graphics 
settings and get gorgeous eye 
candy and high frame rates. If 
you re more budget minded, 
you can still have a great 


GAMING 


EXPERIENCE, 


but you may need to dial 
back some of the settings. 
Secondary performance 
issues can become impor- 
tant. You often see new 


Servessserecer 


game PCs using Solid-State 
Drives, which seriously 
reduce Windows startup, 
game loading and level 

load times. And if the game 
constantly streams level 
data from the hard drive, as 
many games do, an SSD can 
minimize stuttering. 

I recently built a high- 
end gaming PC, then took 
it apart. Let’s step behind 
the curtain and take a look 
at the ingredients and 
thinking behind a modern, 
high-end system. This isn’t 
the fastest possible PC that 
can be built, but it will run 
every modern game at high 
frame rates, even if you're 
playing in stereoscopic 3D. 
The components for this 
particular PC total up at 


‘4,408 


(taxes and shipping excluded.) 


As I walk through the 
deconstruction, I'll dis- 
cuss alternatives to the 
high-end components 
used here. 

First, let’s take a look at 
the system, built up and 
ready to lock and load. 
The case you see is a 


CORGAIR 


The 600T offers an un- 
derstated exterior, but it’s 
designed to make building 
a system easy—including 
eliminating cable clutter. 


aw ysAlR 


That knob on top is used for 
manual fan speed control, 
which I don’t personally 
use, preferring the system 
to control the fan. Also, the 
front panel USB 3.0 connec- 
tion is a little kludgy—you 
need to run a cable outside 
the case and plug it into 
an external USB 3.0 port 
on the back of the mother- 
board, if you want to use it. 
But the interior is spacious, 
well laid out and the entire 
affair is tool-free, except for 
the motherboard mounts. 
Let’s take a look inside 
the case, shall we? 


Corsair AX1200 
PSU (1,200W) 
80+ Gold Efficient 


12 GB Corsair DDR3-1600 
(3 x 4GB Modules) 


2 OCZ Vertex 2 
240GB SSD (RAID O) 


2 eVGA GTX 580 in SLI 


Seagate Barracuda XT 
3TB, 7200RPM 


3DMARK 2011 EXTREME: 
SDMARK 2011 PERFORMANCE: 


The 600T allows you to 
easily route power and 

data cables underneath the 
motherboard tray, which 
leads to a relatively unclut- 
tered interior. You see a 
liquid cooler in this system, 
with tubes running to the 
radiator mounted on the 
back fan mount on the case. 
This is a Corsair H70, one of 


the new generation of 


CLALED LIDUID 


COOLERS, 


requiring no messy refills. 
In fact, it’s easier to install 
than those massive air cool- 
ers you often see used, and 
cost only a little more. You 
can save a little money by 
going with Corsair’s baby 
brother, the H50, which 
costs about the same asa 
high-end air cooler. 


OG 


Storage is handled by a 
combination of a RAID 0 
SSD and a 3TB Seagate Bar- 
racuda XT hard drive. Two 
OCZ Vertex 2 240GB SSDs 
are set up in RAID O mode. 
The operating system, ap- 
plications and games are 
installed on the SSDs. The 
Barracuda XT is really just a 
secondary drive, used for 


VIDEOS, MUSIC, 
PHOTOGRAPHS 


and other data, as well as 
backups. 

If a pair of $425 SSDs 
seem a little rich for your 
blood, you can cut the stor- 
age cost considerably—just 
go with a single Vertex 2 


DECONSTRUCTING THE HIGH END 


240GB drive and a 1TB sec- 
ondary hard drive. That will 
cut the storage cost by $500, 
but load times will still be 
phenomenally fast. Using a 
single SSD saves some setup 
effort too, as setting up 

the RAID 0 array involves 
booting into the Intel RAID 
BIOS and configuring the 
RAID array, as opposed to 
simply using Windows to 
format a single drive. The 
system also uses an 


ACUe Btc- 
BOURNE R, 


but you can save another 


$100 by going with a stan- 


dard DVD rewritable drive. 
The DRAM included in 
this high-end is Corsair’s 
high-end Dominator 12GB 
kit, which supports very 
low latencies (8ns CAS), and 
costs about $260. You can 


SAVE ALMOST 


$200” 


by going with Corsair’s low- 
est end 6GB kit. It’s half the 
memory, but still more than 
enough for games. 

Twin eVGA GTX 580 SC 
graphics cards handle game 
graphics. Using dual GPUs 
in SLI mode allows you to 
run at very high resolutions, 


THE MACHINE WE TESTED WAS RUNNING 


TOP OF THE LINE COMPONENTS, 


BUT IF YOU’RE ON MORE OF A BUDGET, 
THE ALTERNATE, CHEAPER COMPONENTS 
LISTED IN COLUMN 2 SHOULD ALLOW YOU TO BUILD AN 

INEXPENSIVE YET DECENT RIG. 


I 2 x eVGA GTX 580 Superclocked 


@ Intel Core i7 990X CPU 


™ Intel DX58SO02 X58 Motherboard 


Corsair H7O CPU Cooler 


32 Corsair Dominator DDR31600 12GB Kit $260 > $69 
® Corsair Graphite GOOT Case 


™) Corsair AX1200 PSU 


WW 2 x OCZ Vertex 2 240GB SSDs (RAID O) $950 > $425 


/) Seagate Barracuda XT 3TB 


© Asus BW-12BILT Blu-ray burner 


—H Windows 7 Ultimate OEM 


$1040 > $520 

$999 > $280 

$250 > $250 
$99 > $0 


— $160 > $160 
$274 > $99 


$240 > $60 
$136 > $30 
$170 > $100 


mm eVGA GTX 580 Superclocked 

@ Intel Core i7 940 CPU 

@® Intel DX58SO02 X58 Motherboard 
&& Retail Intel CPU Cooler 

38 Corsair XMS3 6GB Kit 

@ Corsair Graphite 6OOT Case 

&@ Corsair AX1200 PSU 

mp OCZ Vertex 2 240GB SSD 

f) Seagate Barracuda 720012 1TB 
© Asus BW-12B1LT Blu-ray burner 
—4Windows 7 Home Premium OEM 
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CORSAIR’S 


H/O Sa wid. 
(DU COOLER 


IS EASIER TO 
INSTALL THAN 
A HIGH END, 
FAN-BASED 
HEAT SINK. 


if you've got one of those 
massive, 30-inch displays 
that run at 2560x1600, or 
will run Nvidia 3DVision 
stereoscopic 3D with good 
performance. If you’re run- 
ning a 27-inch or smaller 
display at 1080p resolu- 
tions—and don’t care about 
stereoscopic 3D—then a 
single GTX 580 will get 

the job done and still allow 
you to max out your game 
settings. 

Next, I pulled out the 
graphics cards and memory, 
as well as removed the 
cooling system, to show 
the motherboard. The Intel 
DX58SO2 is well suited for 
gaming. It’s not the darling 
of the overclocking set, but 


OVERCLOCKING 


iC PRETTY 
POINTLESS, 


given that modern CPUs 
can ramp up clock speeds on 
individual or multiple cores 
when a quick performance 
boost is needed. (Intel calls 
this Turbo Boost, while 
AMD dubs their similar 
feature Turbo Core.) It’s 
also unlikely you'll run out 
of CPU performance in 
games with modern, high- 
end CPUs. The DX58SO2 

is stable, and offers some 
features that make it easy to 
integrate, such as putting all 
the front panel connectors 
on one edge of the board. 


The potent CPU is the Intel 
Core i7 990X, the 32nm, 


bi Cote 
MONCTER 


running at a default clock 
speed of 3.47GHz. This 
particular processor will set 
you back a cool grand; you 
can save yourself over $700 
by going with a Core i7 940, 
plus save another $100 by 
using the retail Intel CPU 


cooler rather than the sealed 


ALi iran obi 


intel? ‘ite hin von 


alternatives are available, 
too, like Intel’s latest second 
generation Core CPUs, 

like the Core i7 2500K, if 
sticking with the DX58SO2 
motherboard allows you to 
push to very high-end CPUs 
and memory capacities as 


needed. 
All that CPU and graphics 
horsepower requires a pretty 


so we went all-in, and used 


liquid cooling system. Other | a Corsair AX1200, costing 


$280. But it’s very efficient; 
our system idled at just 
185W. Still, if you're going 
with a single GPU and lower 
end CPU, you can drop down 
to a Corsair TX650 for $99. 
Using the high-end AX1200 
lets you add a third high-end 
graphics card, if you want to 
go that route. 

If you cut out all the com- 
ponents | suggested, that 
$4,408 price tag drops to 


below §<2000 


—and you're still going to 
be able to max out the eye 
candy at 1920x1080. Check 


out the benchmarks sidebar 


Six DDR3 
Memory 
Sockets 


Intel Core i7 
990X Six Core 
CPU (3.43GHZ) 


PCI Express x16 
Graphics Slots 


SATA Ports 


All front panel 
wiring along 
one edge 


on page 65 for a taste of 
what kind of performance 
you can get, running at 
2560x1600 with 4x anti- 
aliasing and every single 
graphics setting maxed out. 
(The exception here is Metro 
2033—every setting is 
maxed out—but it’s running 
at 1920x1200). 

The ingredients for an 
incredible PC gaming experi- 
ence are here. All you need is 
your credit card and a num- 
ber two Philips screwdriver. 


WHAT ARE YOU 
WAITING FOR? 
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THE REAL SCIENCE OF 


:- WARHAMMER 


40,000 


he Warhammer 40000 uni- 
verse is, without a doubt, one 
of the most inventive science- 
fiction settings ever imagined. 40K has 
been a staple in video games since the 
early 1990s when the first titles ap- 
peared on the MS-DOS and Sega Saturn 
platforms. But Warhammers been a part 
of gaming at large for even longer. 
These days the franchise's popu- 
larity continues to grow, especially 
with the upcoming releases of Relic’s 
third-person action game Warhammer 
40000: Space Marine and THO’s MMO 
Warhammer 40000: Dark Millennium. 
Warhammers brand of sci-fi obviously 
makes for incredible entertainment, but 
is it backed by any compelling scientific 
evidence? Or is it as fanciful as the origi- 
nal Warhammer high-fantasy games? 


> \™ 


‘PLANETS 


Warhammer 40K is set in a time when mankind has 
long-since left Earth for other stars. The empire of 
Man stretches across the Milky Way on over one mil- 
lion worlds. But Warhammer 40K was conceived in the 
late 1980s, long before we discovered the first planet 
outside our solar system. Are there really one million 
planets out there for us to settle? 

Current observation methods make it difficult to 
make estimates about the number of planets in the 
universe. The numbers are skewed since these meth- 
ods are so specific in how they detect planets. And 
current techniques can’t detect all of these planets. 

“Given the number of planets we're finding, and 
given the fact that Earth-mass planets are difficult to 
detect, most estimates put the number of habitable 
planets in the galaxy at above a million—some sig- 
nificantly so. I hasten to add that these numbers tend 
to be all over the map and can differ by a factor of 100 
or more,” says Dr. Dave Goldberg, author of A Users 
Guide to the Universe: Surviving the Perils of Black 
Holes, Time Paradoxes, and Quantum Uncertainty. 

Right now some reports predict that as many as 
1-in-4 stars has a planet near Earth’s size (between 
one and 30 times the mass of Earth). With roughly 
200 billion stars, the estimate comes to about 46 
billion Earth-like planets in just our single galaxy. 
With that enormous number of candidates, it’s easy 
to imagine one million habitable worlds (only one in 
46,000 would need to be suitable for us). 


Possible 


:WEAPONIZED 
BODY PARTS 


The strangest and most terrifying creatures in 
Warhammer 40K are the Tyranids. Rather than the 
humanoid Ork and Eldar species, the Tyranids look 
more like dinosaurs with giant scythe-like arms. From 
head to toe, these creatures are built to kill. 

This raises an interesting question about evolution: 
Can creatures evolve limbs in the form of weapons 
to hunt or defend themselves? At first blush the 
answer seems obvious. That’s why animals like tigers 
have large claws, right? Well, not exactly. It’s hard to 
discern exactly why an animal may have evolved a 
certain way, but there are often hints. 

A 2005 study on the Deinonychus species of dino- 
saur (the real name for Jurassic Park’s raptors, which 
the film called velociraptors because the name sounds 
cooler) shows that its famous sickle-shaped “killing 
claw” wasn't very good at killing. Rather than serving 
as a pure killing tool, the researchers find that it was 
likely very useful in climbing. 

This doesn’t mean Deinonychus didn't use its claw to 
kill (some amazing fossils found in Mongolia had one 
with its claws still embedded in the skull and chest of 
another dino). It does, however, suggest that biologi- 
cal tools often evolve for several purposes. Does this 
rule out the deadly Tyranids and their scythe-arms? 
Nope, but it makes it a bit more unlikely. 

It’s impossible to say if our own examples of evolu- 
tion hold true across the cosmos, but it seems likely 
that the Tyranids would need to have had a compel- 
ling reason to evolve that way beyond just fighting. 


Possible 
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According to Warhammer lore, the immensely bulky 
armor worn by Warhammer 40K’s Space Marines (and 
Chaos Space Marines) consists of heavy ceramite 
plates resistant to extreme heat, electricity, and other 
hazards encountered on the battlefield. Power Armor 
also comes with an automated first aid system that 
repairs battle wounds of the soldier within the suit. 

These futuristic suits would undoubtedly be cum- 
bersome, especially in the heat of battle. But would 
they be effective in real-life combat? Are they even 
possible from a scientific standpoint? 

At Japan’s 2005 World Expo, Japanese engineer Yo- 
shiyuki Sankai unveiled his own power suit featuring 
cutting-edge technology: the Robot Suit HAL, which 
is billed as “a wearable cyborg-type robot that can 
expand and improve physical capability.” 

Those wearing HAL control it via brain signals that 
move the suit’s musculoskeletal system. While the 
suit can be worn indoors and outdoors—as well as lift 
heavy objects with ease—it’s a far cry from Warham- 
mers advanced Power Armor. 

HAL is made of flimsy material not ideal for war, 
and its $4,000-plus price is a steep investment if 
you re equipping armies of a hundred or more. But 
its battery life, which works for just 2 hours and 
40 minutes, presents the biggest problem in applying 
this to real warfare. 


The Space Marines carry some of the most badass 
weaponry ever envisioned in sci-fi. While some 
universes play around with laser and photon guns, 
there’s something intrinsically manly about 
bullet-firing firearms. Especially the bolter rifles of 
Warhammer 40K. 

These huge guns (the minigun-esque heavy bolters 
are even bigger) are particularly effective due to some 
technology that allows them to soar through the air 
and then detonate small explosives after penetrating 
the enemies’ skin/carapace. That’s some brutal stuff. 

It's sobering then to learn that these weapons are 
very real and have been employed on the battlefield— 
at least in remedial form—since World War I. In early 
designs, the bullets would contain a small amount of 
phosphorus that would burn at high temperatures 
and was intended to ignite the hydrogen gas inside 
German zeppelins. 

Modern varieties contain explosive tips that are de- 
signed to explode only upon hitting something hard, 
like bone. These bullets are banned for public use vir- 
tually everywhere. Even more dastardly types of such 
ammunition contain explosives at the tip designed to 
weaken armor, which paves the way for the slug. 

The bigger question, it seems, is to wonder why 
humans would still be using these kinds of weapons 
38,000 years from now. After all, it only took a few 
thousand years for us to advance from sticks to ar- 
rowheads to swords to bows and finally to guns. 


Possible 


When the Space Marines arrive for battle, they come 
in style. They don’t roll up in a limo—they come 
screaming down from the sky in an orbital drop pod, 
smacking into the surface so hard they leave a crater. 
Often some poor Orks inconveniently beneath them 
are squashed into jelly. Could humans actually survive 
this? Very unlikely. 

It would be very tough even on a planet witha 
fairly thick atmosphere, like Earth, to slow down the 
craft. It could be even tougher to survive a landing 
on other worlds. Mars, for instance, is a notorious 
mix of gravity and thin atmosphere. Mars has an 
atmosphere, but it’s quite thin and doesn’t do a whole 
lot to slow down landing craft with air resistance. 
Meanwhile, it still has a decent amount of gravity, 
which propels a lander to greater and greater speeds. 

To land safely on a Mars-like planet takes a variety 
of methods to slow down, and even then the final 
stages employ the shockingly sloppy-sounding meth- 
od of dropping the lander from a few dozen yards up 
and letting it bounce along the Martian surface on 
inflated airbags. 

“It entirely depends upon [the planets’] size, mass, 
and distance from their sun,” says Grazier, who is 
editing Fringe Science: Parallel Universes, White Tulips, 
and Mad Scientists. “I wouldn't expect Mars-like plan- 
ets to be particularly rare.” Right now it seems that 
most habitable planets would be impossible to land 
on without aid in slowing down. 

Imagine a head-on crash in which both cars are 
traveling hundreds of miles per hour. You're not 
going to be walking away from that, even with your 


seat belt buckled. 


PLANETS 


Can life be eradicated? Certain worlds in the Warham- 
mer 40K universe are called “artifact worlds” and are 
completely devoid of life, as extinction events have 
purged them. It’s a horrifying fate, and we should be 
very thankful that we have very few ideas about how 
that kind of thing would actually play out. 

The main question is whether or not life is fragile. 
Do ecosystems come tumbling down when adversity 
strikes? Or are they resilient enough to adapt to the 
new circumstances and rebuild themselves? 

Dr. Dennis Nyberg of the University of Illinois at 
Chicago Department of Biological Sciences gave us 
some insight into Earthly ecosystems. He says that 
small problems don't tend to cascade into big prob- 
lems for an environment, but that they can turn into 
big problems for individual species as the ecosystem 
changes to suit new circumstances. So it would likely 
take something pretty enormous to knock down an 
entire planet’s worth of creatures. 

But what about bigger catastrophes? Can some- 
thing like a nuclear explosion or plant meltdown 
permanently destroy an environment? “Radiation is 
mostly a human health problem,” Nyberg says. “That 
is, the damage from radiation is rarely great enough 
to keep a biological species from continuing to 
reproduce. Species can take a lot of damage—loss of 
individuals—and still show population growth. The 
two atomic bombs the USA dropped on Japan show 
that systems bounce back from catastrophic damage.” 

In Warhammer 40K these events are sometimes 
triggered by such fanciful ideas as dormant evils 
that lie beyond the realms of science and can't really 
be investigated. 
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hen you finish 
reading a book 
or watching a 
movie, there’s 
noxeturning to the world to 
see what*happens next unless 
you re blessed with a sequel. 
Typically, once the final page 
has turned or the final credits 
roll, your journey is over. 
Stories have a beginning, a 
middle, and an end, and that’s 
your lot. 

Video games, by the very 
nature of their interactivity, 
have the power to change 
that. With a game, the end 
does not necessarily mean 
the end, and in an age where 
gamers demand replay value 
and longevity to justify the 


HOW GAME DESIGNERS STRIVE TD KEEP YOU 
PLAYING LONG AFTER THE CREDITS ROLL. 


STORIES HAVE A 
BEGINNING, A MIDDLE, 
AND AN END. VIDEO 
GAMES, BY THE NATURE 
OF THEIR INTERACTIVITY 
HAVE THE POWER TO 
CHANGE THAT. 


expense of a shiny new disc ora 
download, developers are under 
increasing pressure to expand 

a game beyond the confines of 
narrative structure. 


PLUS POINTS 

Chrono Trigger receives credit 
as the first title to institute a 
“New Game Plus” mode. New 
Game Plus allows you to replay 
a game you ve beaten—but to 
play it in a different way, often 
retaining experience, money, 
and equipment you've earned 
from the last session. Chrono 
Trigger set this standard, add- 
ing a whole extra ending for 
your trouble and making other 
alternate endings easier 

to unlock. 
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Since Chrono Trigger, many titles 
have thrown in a “New Game Plus” to 
reward those who wish to play again 
or to entice those otherwise unin- 
terested in doing so. Square Enix’s 
Parasite Eve and Vagrant Story include 
new areas that only unlock after you 
finished the game, while Capcom’s 
Resident Evil provides players with 
new weapons and costumes. 

One recent developer to embrace 
this mode is Visceral Games. The 
Dead Space franchise has boasted 
some compelling New Game Plus op- 
portunities that manage to keep fans 
interested in the games even after 
beating them multiple times. 

“As gamers we like being able to 
revisit a game we enjoy, says Dead 


Space franchise Executive Producer 
Steve Papoutsis. “One of the nice 
parts about our New Game Plus is it 
lets people see and hear more of our 
story elements. Some people miss the 
important hints of the story, espe- 
cially at the start. I’ve heard numer- 
ous people say playing through the 
second time helped make the story 
come together more for them. 

“The other thing that makes it fun 
is that you get to experiment more 
with the weapons.; the first time 
through, you really don’t want to 
make a mistake on your upgrades, 
but with NG+ you can really dig 
deeper into the upgrades and not 
worry as much about making 
a mistake.” 


Fs Fallout: New Vegas « 


Dead Space 2 


Gameplay length is a compelling 
issue among today’s gamers, and 
some wrote off Dead Space 2 for being 
too “short” at eight hours. But for 
fans of the series, that eight-hour 
time frame is merely a starting point. 
I’m on my fourth play through of the 
game. The combination of weapons, 
the addictive drive to acquire more 
upgrades, and the capability to take 
one’s hoarded loot into increasing 
difficulty levels makes for a game 
that’s incredibly tough to put down, 
even long after you've completed 
the journey. 


CAN’T EVERY GAME 

HAVE THIS? 

With this in mind, you would think 
that New Game Plus modes would 
be far more popular. They seem to 
be a good fit for role-playing games 
like Final Fantasy or action games 
with character development such 
as Darksiders and its ilk. But such 
modes aren't as common as one 
might expect. 

“The biggest challenge for some 
teams is having a system that would 
really work with the concept of New 
Game Plus,” Papoutsis says. “The 
other part is it does require a consid- 
erable amount of work and testing 
to do. You need to make sure that it 
works perfectly and does not wind up 
feeling janky to the player. 

“People really underestimate how 
much time and testing is required 


to deliver a high-quality experience. 
I know, speaking on behalf of our 
team, we are always focused on a high 
level of polish. So if we don't feel we 
have enough time to do something 
right, we would rather direct our at- 
tention toward a feature that we can 
nail at the right quality level. I think 
gamers would rather have a highly 
polished experience versus a bunch of 
features that are semi-polished.” 


IT’S NOT THE END 

OF THE WORLD 

If New Game Plus is difficult to 
implement, surely an even more chal- 
lenging idea is a game that simply 
cannot end, even once you ve “beaten” 
it. Open-world games, more than 

any other genre, have this intense 
expectation to last forever. When 
you beat the Big Bad of a Grand Theft 
Auto game, your work is not done. A 
living, breathing city is still there, full 
of content, and totally apathetic to- 
ward the fact that you've just “won.” 
Rockstar’s epic open-world Western 
Red Dead: Redemption masters this. 
Redemption not only allows you to 
continue playing after the “ending,” 
with all your earned equipment 

and rare horses, it also introduces a 
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PAT’S TAKE: 


“I wish more game designers would embrace this concept 
of ‘the after game.’ Obviously, implementing it into certain 


genres is inappropriate, but any game with a reasonably 
sophisticated upgrading system—where it’s impossible to max 
out your inventory by the end of the game—should let you 
keep playing with all your sweet gear after the game’s conclu- 
sion. Games shouldn't just end.” —Patrick Shaw 


playable epilogue that stands out as a 
triumph for video-game storytelling. 
If one studio knows about keep- 

ing a game alive as the final boss 
breathes its last, Bethesda is surely 
it. Few worlds are as absorbing and 
deep as the ones in The Elder Scrolls 
and Fallout, and Bethesda places the 
capability to remain inside that world 
as long as possible very high on their 
list of priorities. 

“It’s an important part of the ‘go 
anywhere, do anything, be whomever 
you want’ approach of all the Elder 
Scrolls games: giving the player the 
freedom to tell their own story— 
what they do, and when, and in what 
order, says Bethesda Vice President 
Pete Hines. “So it’s important that 
they be able to keep being this person 


THERE’S NO SENSE 
OF “| NEED TO WRAP 


UP EVERYTHING | 
WANT 10 DO BEFORE 
PLAY THIS QUEST,” 
..1 HERE'S GREATER 
FREEDOM IN THAT. 


—PETE HINES, BETHESDA’S 
VICE PRESIDENT OF MARKETING 


in the world after the main quest 
is finished and continue doing the 
things they want in the world, just 
like it’s equally important that finish- 
ing the main quest isn’t forced upon 
them, or given time constraints, so 
that they can do what they want, 
when they want, and how they want.” 
The idea of post-ending gameplay 
can dramatically affect the way a 
player approaches a game, too. “I 
think it definitely impacts how some- 
one approaches a game if they know 
there is post-ending gameplay,’ Hines 
says. There's no sense of ‘I need to 
wrap up everything I want to do be- 
fore I play this quest, and as a result 
they have the ability to really play 
how they want and do things in any 
order, at any time. There’s greater 
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freedom in that, and I think the 
success of games like Oblivion 
and Fallout speaks to the de- 
mand for that kind of gameplay.” 


LESSONS FROM FALLOUT 

The decision to omit post-ending 
gameplay in Fallout 3 was quite con- 
troversial, and many fans felt cheated 
when they couldn’t return to the 
Capital Wasteland after beating the 
main quest line. 


HAVING A GAME 
THAT LASTS BEYOND 
THE CONFINES OF A 


TRADITIONAL NARRATIVE 
IS A GRUCIAL PART 
OF GAMING. 


“The biggest thing that influ- 
enced the decision was that both 
the previous Fallout games worked 
that way,’ Hines stresses. “So while 
we had games without a definite 
‘ending’ with our The Elder Scrolls 


JASON’S TAKE: 


Y  “Pheesh. Console gamers hold up Chrono Trigger’s New 
*’ Game Plus as some seminal event. PC gamers have been 
enjoying ‘the after game’ for years with mods. A number of 


role-playing games have mods that not only add more content 
following the main quest’s conclusion but also throw in new 
characters, new classes, and new weapons. And total conver- 
sion mods take New Game Plus to a different plane—by giving 


you anew game.” —Jason Wilson 


series, it was the right way to go for 
a Fallout game. We wanted to use 
that moment asa way to wrap up 
your personal journey and be able to 
present all of the things you’d done 
in the game back to you. It became 
clear, quickly, that people were used 
to our games not ending, and that’s 
when we started looking into creat- 
ing a DLC that removed the ending 
and also changed the world to reflect 
the pretty big thing you had accom- 
plished by finishing the main quest.” 
Bethesda acquiesced to gamer 
demand for post-ending gameplay, 
demonstrating just how powerful the 
concept can be. These are games that 
typically boast 40, 60, even 80 hours 
of gameplay, yet the insatiable thirst 
a gamer has to remain in a compelling 
world drives them to demand a game 
that doesn’t simply end when the 
campaign's boxes have been checked. 
Gamers no longer expect their 
games to just end when they finish 


the main storyline. Whether it be a 
New Game Plus, a postcredit continu- 
ation, or downloadable content that 
expands the experience, having a 
game that lasts beyond the confines 
of a traditional narrative is a crucial 
part of gaming, and one that hope- 
fully never goes away. According 

to Bethesda, the industry will hear 
about it if it does. 

“It wasn’t enough they could load 
their previous save game prior to 
finishing the game. Gamers wanted 
to keep playing on the other side of 
finishing the main quest,” Hines says. 
“I think we were a little surprised 
how passionately folks felt about not 
wanting an ending, given that most 
games have a definite ending and 
nobody says a word about it. But we 
jumped right into how to resolve it, 
and we're pleased with the end result, 
as were our fans. 

And that’s how you keep them 
coming back, folks. G@ 


1) CHRONO TRIGGER 


The game that started it all. The Super NES original features an all-new ending 
and an easier method of unlocking other endings. And the DS version even adds 
a new round of encounters with “shadow” versions of the main characters and a 
new boss. 
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2) VAGRANT STORY 


Like all good New Game Plus modes, you get to keep your items and levels on a 
new play. Vagrant Story also has a new dungeon for you to explore—with even 
more powerful enemies than you found the first time through the game. 


3) KILLER7 

Beating the game unlocks Killer8, in which you unlock a tommy gun-toting Har- 
man Smith as a playable character. Not only is his weapon a very handy asset, 
he’s also damn classy dresser, too. Touché! 
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4) INFINITY BLADE 

This iOS game is based entirely around the concept of New Game Plus. The aim 
isn't to beat it—it’s to keep beating it, since defeating the nefarious God King 
unlocks subsequent, tougher God Kings. You get stronger as you replay the same 
series of battles, and Chair Entertainment is regularly adding new content. 


COCR REET EERE EEE EEE HERE EEE E EEE HEE EE EEE EEE EEE EE EEEEE EEE ETE EE HEE EEEH ESTEE SEES SEES EEE HE EEEEEE EEE EEE EEE EEE EEE EEE EEE EEEEESEEEHESEE EEE EEE EE EES 


5) DEAD SPACE 2 

Visceral knocked it out of the park with this one. The first time you play, the more 
worried you are powering up crucial weapons. On the second play, you're likely 
more open to exploring the Spire with new weapon types. Keep playing and you 
might even decide to invest some Power Nodes into your RIG’s oxygen capacity! 


6) THE ELDER SCROLLS 

Bethesda’s The Elder Scrolls has always been about freedom, and that extends to 
letting you play the game beyond the main campaign if you so desire. Add to that 
a selection of extra DLC quests and oodles of mods from PC players and you've 
got a game that might last forever. 
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7) RESIDENT EVIL 4 

Pop-star clothing, mobster outfits, and suits of armor—Resident Evil 4 gives you 
plenty of extra costumes to unlock, some with special skills. You also get the 
Chicago Typewriter after completing an optional sidequest chapter. It’s a Tommy 
gun with infinite ammo. How could you say no? 


8) RED DEAD REDEMPTION 

After the conclusion of John Marston’s story-line, Red Dead Redemption gives 
you the to option to play as a new character in an epilogue where you get to 
settle some unfinished business. 


9) METAL GEAR SOLID 


The game has two separate endings, each with its own rewards. If you rescue 
Meryl, you get a bandana that grants infinite ammo. If she dies, you get an opti- 
cal camo suit that lets you wander Shadow Moses without detection. Also, you 
can unlock a tuxedo for maximum James Bond fantasies. 


/ADVENTURE / 
A ADVENT 


The first computer text-adventure game, also 
known as Colossal Cave Adventure, Colossal 
Cave, or Adventure, was created in 1977 

by William Crowther on the PDP-10. 


Ni NIGHTMARE PARK 

This very early 80s Commodore Pet game 
combined basic text adventuring with mini- 
games to help further evolve the genre. 


Mh mystery HOUSE 

Roberta and Ken Williams’ 1980 

text adventure was the first game of its type 
to feature graphics. 


Mm MANIAC MANSION 
Created in 1985 by Ron Gilbert and Gary 
Winnick, Maniac Mansion evolved the 
adventure game format significantly 

by adding a point-and-click interface. 


/RPG/ 


D DUNGEON 

Don Daglow’s 1976 PDP-10 game introduced 
multiparty D&D-style adventuring and 
leveling through monster-infested dungeons. 


Ak AKALABETH 

The first home computer RPG was designed 
by Richard Garriot and was released in 1979 
on the Apple II. 


Wi wizarpry 

Released in 1981 by Sir-Tech for the 
Apple II, Wizardry was the first RPG 

to introduce graphical dungeon elements 
and creature combat. 
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Dm DUNGEON MASTER 
Developed by FTL in 1987 for Atari ST, 
Dungeon Master is the first real-time 3D 
RPG. 


Bw BOKOSUKA WARS 
ASCII’s 1983 Japanese game is credited as 
being the first ever tactical-RPG. 


Dq DRAGON QUEST 


In 1986, this Enix game had a massive 
influence on future Japanese RPG 
genre mechanics. 


Ha HABITAT 
Lucasfilm’s 1986 C64 release evolved 
MUDs by adding graphics and community 


elements—essentially creating the first 
modern MMO. 


PS PHANTASY STAR 

Released in 1987 on the Sega Master 
System, this Japanese RPG was innovative 
for its sci-fantasy storyline and mix of 
technology and magic. 


U ULTIMA ONLINE 

While there were other multiplayer RPGs 
before it, Ultima Online ushered in many 
features that help define the modern 
MMO format. 


/ACTION-RPG/ 


Ba BENEATH APPLE MANOR 
This 1978 Apple game is credited as the 
first example of a roguelike RPG—two 
years before Rogue itself appeared. 


LZ THE LEGEND OF ZELDA 
A 1986 NES title that combined action, 


adventure, and puzzling in a way that had 
massive impact on action-RPG design. 


Ds DRAGON STOMPER 

In 1982, this Atari VCS game introduced 
many gameplay elements that would 
become the staple of console RPGs. 


Din DRAGON SLAYER 

This real-time 1984 Japanese NEC PC- 
8801 dungeon-crawler introduced game 
mechanics that would hugely influence the 
action-RPG genre. 


Di DIABLO 

Blizzard’s 1996 action-RPG, while not 
particularly innovative in terms of its 
features, nevertheless brought many 
elements together to create a highly 
influential milestone for the genre. 


65 aaa 


eM gr ce 


AMR ce terior 
et Na i 


PERIODIC TABLE OF GAMING 


/ACTION 
ADVENTURE/ 


AV ADVENTURE (ATARI) | 
Appearing on Atari VCS in 1979, Adventure 

is considered the first action-adventure 
game—and contained the first widely 

known gaming “Easter egg.” 


Hh HAUNTED HOUSE 


This was the first survival-horror game, 
appearing in 1982 on Atari VCS. 


KI KNIGHT LORE 


Rare’s isometric 3D ZX Spectrum 
adventure had immense influence on 


the action-adventure genre when it was 
released in 1984. 


Me Metroip 

Although it’s technically a platform game, 
this 1986 NES title broke out of the genre 
by adding exploration and story to create a 
full-blown adventure. It also featured one 
of the first female video-game protagonists. 


Cw CASTLE WOLFENSTEIN 
Released on Apple II in 1981, Castle 
Wolfenstein is credited for being the first 
stealth-based computer game. 


Mg METAL GEAR ‘ 


Although this 1987 MSX2 game wasn’t 
the first stealth game, it nevertheless 
introduced many features that defined : 
the genre. 


Aa ANT ATTACK 


An early survival-horror ZX Spectrum 
game from 1983, Ant Attack married the 
first multidirectionally scrolling isometric 
3D graphics in a computer game with 
survival/search-and-rescue gameplay—and 
a choice of a male or female main character. 


Ga GRAND THEFT AUTO 


In 1997, this game redefined the action- 
adventure genre by adding “sandbox’”-style 
open-ended gameplay. 


Ad ALONE IN THE DARK 


Infogrames’ 1992 PC game was highly 
influential in evolving the action- 
adventure genre thanks to its looks, 
feel, and gameplay. 
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/STRATEGY/ 


| INVASION 

Released in 1972 for the Magnavox 
Odyssey, Invasion was the first strategy 
game for a home console. 


CS COMPUTER BISMARCK 
This Apple II title is the progenitor 


of computer strategy/wargames. 


Cm CYTRON MASTERS 
Released on Atari 400/800 in 1980, Cytron 
Masters introduced several gameplay 
features that have become RTS standards. 


HZ HERZOG Zwei 
This 1989 Genesis release brought together 


many gameplay elements and features that 
truly defined the modern RTS. 


/PUZZLE/ 


V VIDEO CUBE 


Perhaps the first action-puzzle game, this 
1982 Atari VCS title features gameplay 
influenced by Rubik’s Cube. 


Gg GUTTANG GOTTONG 
Also known as Loco-Motion, this 1982 
arcade game combined slide-puzzles with 
arcade action in a very innovative way. 


Ti TETRIS 

Debuting in 1984, Tetris had an 
immeasurable impact not only on the 
puzzle game genre, but gaming itself. 


Lm LEMMINGS 
Released first on Amiga in 1991, Lemmings 


was a highly innovative blend of puzzle, 
strategy, and action. 


/SIMULATION/ 


Ai AiRACE 
A very early 1974 PLATO 3D flight game. 


Mf mMicROSOFT 
FLIGHT SIMULATOR 


Highly influential commercial home 
computer fight simulation. 


FM FOOTBALL MANAGER 
Published on ZX Spectrum in 1982, this 
soccer simulation kicked off a new genre of 
sports games. 


El ELite 


Seminal space-trading game, packing many 
innovative features, appeared on the BB 
Micro in 1984. | 
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J JUMP BUG 
The first platform game to feature 
horizontally scrolling graphics, Hoei 
Corporation’s 1981 arcade game Jump Bug 


i % /RACING/ Fi 4TH AND INCHES 


‘fh REY : : Accolade’s 1987 Commodore 64 American 
Sr SPEED RACE football game raised the bar for sports 
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The first true arcade racing game was games by introducing play calling and 
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i | ty , Taito’s 1973 Speed Race, in which the player numerous offensive and defensive 2 also features shooting elements. ne 
“y.\ drives a car along a variable-width road, strategies, and combining them with ; 
- avoiding other racers. twitch-action gameplay. D k DONKEY KONG ; 


Although beaten to the punch as the first 
platform game, Nintendo’s 1981 coin-op 
nevertheless introduced many platform 

game staples, including jumping over gaps tA 
and objects, items to collect, and differently 
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Nd NIGHT DRIVER 

Arguably the earliest true first-person 
eps «8 perspective arcade racer, Atari's Night 

F _. Driver used reflective posts on either side 


/FIGHTING/ 


of the road to define its track. 


PP POLE POSITION 


Namco’s Pole Position had a huge impact on 
the racing genre when it was released in 
1982. Realistic color graphics, A.I. cars, 

a qualifying lap, and a track based on a real- 
life counterpart were all firsts. 


Hd HARD DRIVIN’ 


Atari's 1989 racing game was the first to 
use polygonal graphics. It presented its 
players with extremely realistic, almost 
simulation-like, gameplay, and a pseudo- 
sandbox environment. 


/SPORTS/ 


Hc HEAVYWEIGHT CHAMP 
Sega’s 1976 black and white fighting game 
coin-op featured controls set inside plastic 
boxing gloves attached to the cabinet. It 
was primitive, but it was the first video 
game to feature hand-to-hand fighting. 


K KARATE CHAMP 

The roots of modern fighting games are 
clearly seen in Data East’s 1984 Karate 
Champ, which used a side-on view and 
featured multiple special moves. 


KM KUNG-FU MASTER 

Irem’s 1984 Kung-Fu Master used platform 
mechanics but married them with martial- 
arts combat to create a new beat-'em-up 
fighting game subgenre based on working 
through enemy-filled environments, rather 
than opponent-versus-opponent fighting. 


designed screens. 


Jk JUNGLE KING 

Launched in 1982 by Taito, this scrolling 
platformer is notable for having four 
distinctly different, pseudo-narrative levels, 
each with its own set of challenges. 


JO Joust 

Williams’ 1982 coin-op helped expand the 
platform genre by combining platforms, 
flying, and two-player cooperative 
gameplay in a unique fashion. 


lm IMPOSSIBLE MISSION 
Developed originally on the Commodore 
64 in 1984, Epyx’s Impossible Mission was 
innovative in the way it combined platform 
action, logic puzzles and seek-and-find 
gameplay against the clock to create a tense 
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B BASEBALL 


Enabling its players to manage individual 
games, or entire seasons, Don Daglow’s 


battle against a mysterious boss character. 


Sf STREET FIGHTER 
Cb CONGO BONGO 


While Karate Champ is credited with 


PLP EEE BET EI BO 
ye RE . “ 
Sa ee a 
» 
a 
at 


1971 BASBAL (as it was originally called 
due to the six-character naming limit 
on the DEC PDP-10 mainframe it was 
programmed on) provided an early 
framework for sports games. 


Pg PONG 

Atari's seminal 1972 arcade game might 
have been a very simplified tennis game, 
but it’s historically significant for helping 
bring video games to a mainstream 
audience. 


Bk BASKETBALL 

The first sports game to feature sprites 
was Taito’s 1974 Basketball, which enabled 
players to control two team members who 


could dribble, pass, and shoot the ball. 
Tf TRACK AND FIELD 


Konami's 1983 multi-event arcade game 
enabled players to play six different events 
using a combo of rapid button presses and 
timing. Its game mechanics proved hugely 
influential for multisports games. 


IW INTELLIVISION WORLD 
SERIES BASEBALL 

The first video game to use multiple camera 
angles and present its action in 3D, this 
1983 Intellivision game is the conceptual 
foundation stone upon which almost all 
modern sports games are built. 
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kicking off the modern fighting game 
genre, Capcom's 1987 Street Fighter really 
pushed it forward thanks to the fact it 
features multiple, distinct characters with 
unique fighting styles and combos, and 
controls that became a genre standard. 


R_ RENEGADE 

Technos’ hugely influential 1986 beat- 
‘em-up was notable for introducing four- 
way controls and gangs of enemies that 
required multiple hits to dispatch. 


Vf VIRTUA FIGHTER 

In 1993, Sega’s polygonal fighting coin- 
op took arcade combat into the third 
dimension, providing the template for 


future 3D fighting games. 


/PLATFORM/ 


Fr FROGS 
Although technically not quite a platform 


game, Sega-Gremlin’s 1978 coin-op was the 
first game to feature jumping (from one lily 
pad to another). 


Sp SPACE PANIC 


Often cited as the first platform game, 

Universal's 1980 coin-op contains many 
of the game mechanics and features that 
define the genre. 


Sega’s 1983 Congo Bongo was the first 
platform game that presents its action 
in an isometric perspective. 


PO PRINCE OF PERSIA 
Released on Apple II in 1989, Prince of 
Persia is the “cinematic platform game” 
progenitor thanks to its sprawling levels, 
fluid animation, and realistic action. 


Pt PORTAL 


Just when you thought there was nothing 
new to add to platform games, along came 
Portal in 2007, adding new 3D/puzzle- 
game mechanics to push the genre forward 
for the first time in years. 


/ACTION/ 


Ar ASTRO RACE 

While it can technically be called a “race 
game,’ Taito’s primitive 1973 coin-op is 
a very early action game where players 
try to get to the top of the screen while 
avoiding obstacles. 


Br BREAKOUT 

Influenced by the earlier Pong, Atari’s 1976 
Breakout added a whole new dimension to 
action gaming. 
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De DEATH RACE 

The hugely controversial 1976 Exidy arcade 
game was the first game in which players 
used vehicles to kill enemies. 


HO HEAD ON 

While the 1980 coin-op Pac-Man is often 
cited as defining the maze game genre, 
Sega's Head On introduced dot-filled mazes 
to gaming a year earlier. 


FQ FROGGER 

The 1981 Konami hit Frogger provided 
novel, original, and innovative gameplay 
to arcades worldwide. 


Td 3D MONSTER MAZE 
Appearing on the ZX81 in 1981, 3D 
Monster Maze was the first 3D game ona 
home computer and incorporated a first- 
person view and an enemy that chased the 
player with murderous intent. 


/FPS/ 


Mw MAZE WAR 

Developed in 1974 on NASA’s Imlacs PDS- 
1, Maze War was the 3D first multi-user 
first-person shooter. 


Ot STAR FIRE 

Introducing gamers to the concept of 

a sit-in cockpit, Exidy’s 1979 Star Fire 

put players in control of what felt like 

an X-wing, dog-fighting what looked 
suspiciously like TIE Fighters from a first- 
person perspective. 


W WOLFENSTEIN 3D 

Released in 1992 for MS-DOS, this game 
helped create an archetype that defined the 
FPS genre. 


BZ BATTLEZONE 

Atari's 1980 Battlezone was a tank-battle 
game that featured a novel viewfinder 
to enhance its immersive first-person 
gameplay. 


Mt MARATHON 

Bungie's 1994 Marathon truly defined free 
look/mouse look in gaming, and also added 
heavy storytelling into the FPS genre. 


/SHOOTER/ 


S SPACE WAR 

One of the earliest digital computer games, 
this 1:1 space combat game was created in 
1961 on DEC PDP-1 


G GUN FIGHT 


This Taito 1975 coin-op was the first game 
to depict human-to-human combat. 


UU 


Si SPACE INVADERS 


In 1978, the gaming world was forever 
changed by this Taito coin-op. 


AS ASTEROIDS 
Atari's 1979 classic introduced several new 
mechanics to the shoot-em-up genre. 


Df DEFENDER 


Complex controls, color graphics, and 
innovative gameplay features makes 
Williams’ 1980 coin-op a classic. 


Be BEZERK 

Stern Electronics’ 1980 coin-op was one 
of the first games that combined mazes 
and shooting. 


2. ZAXXON 


The scrolling shooter went isometric for 
the first time in this 1982 Sega game. 


Te TEMPEST 

Atari's 1981 title brought the tube shooter 
to the fore and was the first game to feature 
a selectable starting level. 


X XEVIOUS 


While not the very first vertically scrolling 
shoot-'em-up, Namco’s 1982 game intro- 
duced elements that truly defined the genre. 


Bu BUCK ROGERS: 
PLANET OF ZOOM 

This 1982 third-person/rail shooter was 
innovative for its use of sprite-scaling to 
create its 3D gameplay. 


Gr GRADIUS 

In 1985, Konami's Gradius introduced 
a power meter that delivered variable 
weaponry. 


Co COMMANDO 

Introduced in 1985, Commando was highly 
influential in defining the highly popular 
run-and-gun gameplay format. 


/STRANGE 
ELEMENTS / 


Sometimes spawning an 
entirely new genre or cottage 
industry. Sometimes inspiring 
future games designers. And 
sometimes standing alone as 

a unique creation for the ages, 
each of these Strange Elements 
stands tall as a particularly strik- 
ing example of gaming innova- 
tion and inventiveness. 


SQ SHOOTING GALLERY 

1968 | Ralph Baer—The first commercial 
video-game accessory was a light gun that 
worked with this Magnavox Odyssey game, 
in which players shot at dots that moved 
across the TV screen. 


L LUNAR LANDER 


1969— Originally a text-based computer 
game, the first graphical version was 
developed for the DEC GT40 graphics 
terminal, which eventually was evolved 
into a 1979 Atari vector-graphic coin-op. 


Q ax 


1981 | Taito—The somewhat esoteric Qix 


had players claiming a playfield using a 
cursor to fence off and color in the screen 
while avoiding the game’s enemies. 


Ag ALIEN GARDEN 

1982 | Epyx—A 1982 release that featured 
experimental gameplay in which the player 
attempts to evolve an animal through 20 
generations. In many respects it’s the first 
“art game.” 


Pm PARTY MIX 

1983 | Starpath—This Atari VCS game 
is one of the first party games, presenting 
five 1-on-1 and 2-on-2 splitscreen 
minigames. 


DI pRAGON’S LAIR 

1983 | Cinematronic—Driven by laserdisc 
technology, this arcade-game sensation 
was basically an interactive cartoon in 
which the player drove the story by 

using a joystick to make decisions at 
critical junctures. 


Ir 1 ROBOT 

1983 | Dave Theurer—I Robot’s esoteric 
gameplay was not particularly successful 
when it launched, but it has been 

lauded retrospectively by critics as a 
groundbreaking game for its originality 
and additional “ungame” Doodle City. 


Mu M.U.L.E. 


1983 | Ozark Softscape—An Atari 400/800 


planet-colonization game that took 
multiplayer strategy gaming a quantum 
leap forward thanks to its simultaneous 
real-time trading, resource building, and 
in-game economics. 


Py PSYCHEDELIA 

1984 | Llamasoft—This Commodore 64 
“Light Synthesizer” enabled players to 
generate a light show of colorful patterns 
using a joystick—the first commercial 
interactive computer graphic music 
visualizer. 


SV SPY VS. SPY 

1984 | First Star Software—Published 
originally on Commodore 64, this split- 
screen game pitted players against one 
another. The suite of tools players had 
to dispatch their opponent was highly 
innovative for the time. 


LC LITTLE COMPUTER PEOPLE 
1987 | Activision—Little Computer 
People was not a game, but a sophisticated 
interactive pet—the first of its kind—and 
perhaps arguably the progenitor “Sim.” 


Da DANCE AEROBICS 


1987 | Human Entertainment—Released 


on Nintendo Entertainment System, it used 


the console’s “Power Pad” to create the first 
fitness/dance rhythm game. 


Pu POPULOUS 
1989 | Bullfrog—While not the very first 
“god game,” Populous nevertheless had 


many features that definied the genre when 


it was released on Commodore Amiga. 


Bi BINGO ZONE 

1995 | Gamesville—This title provided 
the foundation for mass casual gaming 
by enabling hundreds of players to 
simultaneously compete together in 
real-time. 


Pr PARAPPA THE RAPPER 
1996 | NanaOn-Sha—While Dance 
Aerobics might have technically been the 
first rhythm game, PaRappa the Rapper’s 
imaginative and colorful gameplay moved 
the genre forward—and required no 
peripheral or dancing to control it. 


Bm BEAT MANIA 

1997 | Konami—A revolutionary arcade 
game that married musical beat-matching 
with a custom controller based on a 

DJ turntable, thus ushering in a whole 
subgenre of peripheral-based music games. 


/FUNDAMENTAL 
ELEMENTS/ 
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Looking for gaming's root 1ey 
can be found here: the secret 
side-projects, experiments, 


concepts, prototypes, and crazy 
ideas that spawned today’s 
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M MISSILE SIMULATOR 

1947 | Thomas T. Goldsmith Jr. & Estle Ray 
Mann—With analog circuitry and running on 
a cathode ray tube that had a screen overlay, 
Missile Simulator enabled its users to fire 
missiles at targets, and thus became the 
progenitor video game. 


C LOS ALAMOS CHESS 

1948 | Alan Turing & D G Campernowne—No 
computer at the time was powerful enough 

to run this chess sim, so instead an algorithm 
machine was used to test the program, which 


worked—going 1-1 against a human opponent. 


N NIM 


1951 | The first time digital technology was 
used to make a game; the NIMROD computer 
was adapted into an attraction at the Science 
Museum in London using a panel of lights to 
enable its users play the classic game of NIM. 


O oxo 

1952 | AS Douglas—Written for the EDSAC 
computer, this Tic-Tac-Toe game had a 
graphical output to a cathode ray tube— 
making it the first fully encapsulated 

video game. 


T TENNIS FOR TWO 

1958 | William Higinbotham—Before Pong 
there was this side-on tennis game, played on 
an oscilloscope using light pen controllers. 

At its heart was an analog computer that 
“consisted mostly of capacitors and relays.” 


Ch CHASE 

1966 | Ralph Baer—An early prototype 
console game that worked on a standard TV. 
Players controlled dots that could chase each 
other around the screen. 


SU THE SUMMER GAME 

1968 | Doug Dyment—Released on DEC 
PDP-8, this is one of the earliest resource- 
management games and helped beget a hugely 
important gaming genre. 


Ot THE OREGON TRAIL 

1971 | Don Rawitsch, Bill Heinemann, and 
Paul Dillenberger—Perhaps the longest- 
running gaming franchise of all time, 


numerous revisions have been made to the 
game over the last 40 years—the latest version 
of which was launched on Facebook in early 
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H HUNT THE WUMPUS 

1972 | Gregory Yob—This BASIC text program 
had its players running around a maze, 
avoiding the pursuing Wumpus by using text 
clues. 


Sa STAR TREK 

1971 | Mike Mayfield—The first version of 
this Enterprise-vs.-Klingons strategy title was a 
text-based game created on a SDS Sigma 7. The 
original code was subsequently adapted and 
refined, giving rise to a number of different— 
but fundamentally similar—versions of the 
game. 


E EMPIRE 

1973 | John Dalaske—Considered the first 
networked multiplayer shooting game, Empire 
was created on the PLATO computer system. 
You controlled resources and industry to build 
your own combat-ready spaceships. 


SS SPASIM 
1974 | Jim Bowery—An abbreviation of Space 


Simulation, Spasim enabled up to 32 players to 
fly around an in-game environment in 3D wire- 
frame space ships. 


Cu CuBE 


1973 | Jerimac Ratliff—A very early puzzle 
game and in some respects a predecessor of 
Minesweeper. Details were first published in 
Creative Computing magazine. 


P PEDITS 

1974 | Rusty Rutherford—Perhaps the 

first dungeon-crawling game (predated by 

a program called m199h, but whose exact 
details are unclear). Since computer time was 
expensive, its strange name was meant to 
disguise the fact that it was a game. 


Md mup1 


1978 | Roy Trubshaw—Launched on the DEC 
PDP-10, Multi-User Dungeon (MUD1) was 

the first of its kind, and thus became the first 
virtual world in history. 


F FREECELL 

1978 | Paul Alfille—The first computerized 
version of this game was released on the 
PLATO educational computer. The system’s 
512x512 monochrome display displayed the 
cards clearly. And lo! So the first of many 


billions of work hours was lost.... 
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ur “State of the 
System” pages— 
also known as our 


monthly review of what we are | 


playing—feel a little bit special _ 


this month. That’s because we 
get a look into the playing 


FIND OUT WHAT THE 
GAMEPROS ARE PLAYING. 
AND WHAT THEY’RE NOT. 


habits of all of the new 
GamePro staffers we’ve added 
recently. New GamePro editors 


like Kat Bailey and Justin Hay- | 


wald, who disagree over the 
relative merits of Steel Diver; 
Ray Barnholt, who is soothing 


his disappointment in Pilot- 87 
wings Resort by chiseling away 78 
at Minecraft; and Chris Holt, 

who is enjoying the splendors 

of Renaissance Italy in its full 

glory with Assassin's Creed: 
Brotherhood on the PC. 


Anomaly: Warzone Earth (PC) 
Assassin's Creed: 
Brotherhood (PC) 

Atari’s Greatest Hits (iOS) 
Baldur’s Gate II (PC) 
Bulletstorm (360) 
Bust-A-Move Universe (3DS) 
Capcom Arcade (iOS) 
Chime Super Deluxe (PS3) 
Civilization V (PC) 
Civilization: Revolution (iOS) 
Dead Nation (PS3) 

Face Raiders (3DS) 

Frog Minutes (iOS) 

Galactic 123: The Mission (PC) 
Gears of War 3 beta (360) 
Ghostbusters: 

Sanctum of Slime (360) 
Heavy Rain (PS3) 

King’s Bounty: 

Armored Princess (PC) 
Lego Star Wars Ill: 

The Clone Wars (3DS) 
Madden NFL Football (3DS) 
Minecraft (PC) 

MLB 2K11 (360) 

Mortal Kombat (PS3) 

Mr. Ninja (iOS) 

Nintendogs + Cats (3DS) 
Pilotwings Resort (3DS) 
PixelJunk Shooter 2 (PS3) 
Pokémon Black (DS) 

Pro Evolution Soccer 2011 (3DS) 
Stacking: 

The Lost Hobo King (360) 
Star Wars Arcade: 

Falcon Gunner (iOS) 
StarCraft II 

Steel Diver (3DS) 

Super Robot Taisen L (DS) 
What Did | Do to Deserve This, 
My Lord!? 2 (PSP) 

World of Tanks (PC) 

WWE All-Stars (360) 
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What’s Kept 
Us Playing 


Mortal Kombat (PS3) 


It's weird how many of the 
GamePro editors don't like 
Mortal Kombat. Maybe it’s the 
excessive gore or the noob- 
friendly fighting. Maybe it’s 
Sonya Blade and her gigantic, 
mountainous breasts. Well, 
these are all reasons | absolutely 
love this game. It’s just plain 
fun. It’s rare when something 
lives up to its own Internet 
hype; Mortal Kombat’s polished 
graphics, retro gameplay, and 
addictive multiplayer have had 
me skipping meals in order to 
unlock all its secrets. Heck, I 
beat about 290 levels in the 
Challenge Tower by myself. But 
while it was fun seeing all the 
little challenges along the way, 
the unlockable Milenna costume 
at the end of those 300 levels 
was sooooo not worth it. Really? 
This is all I get for all that work? 
Ed Boon, you promised me a 
“substantial” reward! What the 
hell, man?! —McKinley Noble 


UPCOMING GAMES ~— 


1. Twisted Metal 

2. Resistance 3 

3. Uncharted 3 

4. Ratchet & Clank: 
All4 One 

5. The Last Guardian 


BEST-SELLING 


1. Crysis 2 

2. Tiger Woods PGA 
Tour 12: The Masters 
3. Amagami (PSP) 

4. Need for Speed 
Shift 2: Unleashed 

5. Killzone 3 


“According to 
VGChartz.com. 


@RateDateLove: 
PSP outsells 3DS in 
Japan thanks to new 
dating sim... 


What We’ve Finally 
Started Playing 


Chime Super 
Deluxe (PSN) 
Plopping down 5 bucks for 
the original Chime was an easy 
decision: The money went to 
charity. But the delightfully 
compelling puzzle game that 
combines music-mixing with 
shape-fitting a la Tetris-style 
blocks is good enough in its own 
right. Developer Zoe Mode’s f 
follow-up, Chime Super Deluxe— GO 
while admittedly for-profit this , 
time—expands the experience 
with more music, more puzzle 
boards, and new co-op and 
multiplayer experiences. But 
the soothing tunes and mental 
challenge are still the driving 
force behind the game, which 
is only more addictively sweet 
this time around. Go donate if 
you miss the charity aspect, but 
don’t miss out on one of the 
more stylishly addictive puzzlers 
out there. 
—TIom Price 


Heavy Rain (PS3) 
Heavy Rain is, by its very nature, 
the type of game I should love: 
narrative heavy; graphic adven- 
ture-like puzzles; dark, mature 
puzzles. But for one reason or 
another, it’s just been sitting on 
my desk for the longest time. 
Well, I finally dusted it off and 
started delving into the murder- 
mystery case; so far, I like it. The 
characters’ faces, while they’re 
detailed and full of emotion, 
don’t quite match their some- 
what robotic movements. And I 
don’t quite understand every- 
one’s motivations just yet (why 
does Madison feel so compelled 
to help a battered, mentally 
unstable guy she meets at a 
hotel?). Some elements already 
feel a little heavy-handed, but I 
wish more games would embrace 
similar life-like, gritty themes. 
—Justin Haywald 


What We Still 
Can’t Friggin’ Beat 


PixelJunk 
Shooter 2 (PSN) 
While it’s evident from the 
moment you first download 
PixelJunk Shooter 2 that it’s a 
much more grueling affair than 
the previous game, the boss 
monsters are a real bitch. I’m 
ashamed to admit that I’m still 
stuck on the second world 
because of repeated failed 
attempts to slay its two-headed, 
lava-spewing turtle-beast. I’m 
sure the state of heightened 
agitation I work myself into 
doesn't help me concentrate or 
fight strategically, either. I just 
hope I'll be able to crush this 
enemy before my 200th attempt 
so I can enjoy the rest of 
PixelJunk Shooter 2, which is a lot 
of fun. On the bright side, my 
failure to kill the turtle monster 
has given me plenty of time to 
go back and save every scientist 
and collect every gem from 
previous levels. —Patrick Shaw 


Dead Nation (PSN) 


This isn’t the first time I’ve documented my obsession with House- 
marque’s delightfully gruesome zombie shooter Dead Nation. And while 
the latest updates to the PlayStation Network—exclusive aren’t exactly 
game-changers, the ability to finally voice chat with pals (or complete 
strangers) as you mow down waves of zombie aggressors makes the 
game more enjoyable. The Dead Nation update also features things like 
checkpoint saving (which makes a big difference seeing as how long 
full missions are), laser sights for the Shotgun and SMG, and more 
player statistics. Now, if only Housemarque would release some new 
downloadable missions for Dead Nation, I'd be a really happy camper. 
—Patrick Shaw 


What We Love 
To Hate 


What Did! Do 
To Deserve This, 
My Lord!? 2 (PSP) 
When I finished my review, | 
swore to myself that one day I'd 
finally complete the entire thing 
once and for all. After being 
stuck on the last world for what 
seems like ages, I picked up My 
Lord!? 2 one more time while 
taking a break from Dissidia 
012: Final Fantasy. It’s still just 
as frustrating as ever. Every 
time I think I've figured out a 
new dungeon configuration 
that'll kill the heroes and keep 
my army of minions intact, 
the insufferably strong knights 
and mages still manage to rip 
through my dragons, golems, 
and bloody skeletons like they’re 
made of rice paper. There aren’t 
words that exist for how much 
I've grown to hate this game— 
yet somehow, I’m never going to 
trade it in. That’s like admitting 
defeat. Maybe the sequel will be 


less of a headache. 
—McKinley Noble 


MICROSOFT 


UPCOMING GAMES 


State 

of the 
System: 
Microsoft 


EST-SELLING 


What’s Kept 
Us Playing 


Stacking: The Lost 
Hobo King (XBLA) 
I welcome any excuse to revisit 
the worlds Double Fine creates, 
but I’m especially happy to have 
a reason to return to Stacking. 
The silent film-like story of 
anthropomorphic matryoshka 
dolls fighting an evil tyrant gets 
one more standalone chapter in 
The Lost Hobo King. The addition 
is woefully short—like the other 
game’s individual chapters, you 
can run through the story in less 
than half an hour and earn every 
collectible in under one. But 
the variety of new dolls (with 
new powers), devious puzzles 
that don’t rehash those you've 
already experienced, and a sepa- 
rate map to explore make it well 
worth the $5 price. 
—Justin Haywald 


1. Gears of War 3 

2. Catherine 

3. Deus Ex: Human 
Revolution 
4.Rage 

5. Batman: 
Arkham City 


1. Crysis 2 

2. Homefront 

3. Tiger Woods PGA 
Tour 12: The Masters 
4. NASCAR 2011: 
The Game 

5. Need for Speed 
Shift 2 


“According to 
VGChartz.com 


@Rockstar Games: 
#LANoire #fact: Team 
Bondi’s research 
included taking over 
180,000 photos of 
building interiors & 
period objects. 


WWE All-Stars 
(360) 
OK, I admit that I’ve spent 
weeks (and months) re-creating 
the cast of Ranma 1/2 and 
Mortal Kombat with the Create- 
a-Wrestler engines in the 
SmackDown vs. Raw games. Yet 
I'm liking WWE All-Stars a lot 
more than I expected to. Sure, 
most of the user-generated 
content isn't really as varied as 
previous titles, and I’m insanely 
pissed off that the game has no 
female wrestlers whatsoever, 
but I’m equally glad that the 
gameplay’s so much faster than 
before. Matches can end in 
seconds or a matter of minutes, 
the combat doesn’t heavily 
favor bigger wrestlers, and the 
overall presentation has some 
real life to it that hasn’t been 
there in quite a few years. Even 
though I'm just borrowing it, 
this is a solid alternative to the 
simulation-heavy franchise 
that essentially became WWE 
Madden. —McKinley Noble 


I Don’t Know W 
P’'m Still Playing This 


MLB 2K11 (360) 
It’s buggy, glitchy, and 
completely out to lunch at times 
on how the game of baseball is 
played, but for some reason | 
can't stop playing MLB 2K11. Let 
me rephrase that—I can’t stop 
playing the career mode, which 
has you leading a single player 
up through the minors, playing 
their specific position, much like 
the Road to the Show mode in 
Sony's far superior MLB 11: The 
Show. I guess I’ve got a bad case 
of level-up-itis or something, 
because I just can’t stop trying to 
advance my player’s career goals 
one more notch at a time.... Too 
bad I have to do that within an 
inferior game, but I’ve also come 
to a hard fact I must admit. 2K 
may have done the mode better 
than Sony did in their game. I 
hate myself for saying that. 
—Tom Price 


What’s Lost 
Our Interest 


While t 

Ghostbusters: The Video Game, 
which feature an epic fight against 
the Stay Puft Marshmallow Man 
in New York City’s Times Square, 
are fun, the rest of the game 

is a colossal disappointment. 
Ghostbusters: Sanctum of Slime, 
however, is infinitely more 
offensive to the senses. It’s 

ugly and focuses on different 
Ghostbusters (not Venkman, 
Spengler, etc.), and the gameplay 
just blows. Much of Sanctum 

of Slime is spent directing your 
proton pack’s beams at variety of 
evil spirits until they explode, and 
that’s about the extent of the fun 
you ll be having. I’m all for simple 
pleasures, especially when they’re 
available for $10 via Xbox Live 
Arcade or PSN. Unfortunately, the 
latest Ghostbusters outing is just 
not worth your time. Let’s hope 
Ivan Reitman and the original 
Ghostbusters crew will get off 
their buns and finally make that 
Ghostbusters 3 movie we ve been 
hearing about forever. —Patrick 
Shaw 


What’s Just Not 
Doing It For Me 


By no means is Bulletstorm 

a bad game—I've just had to 
come to the difficult conclusion 
that it’s not for me. While I 
appreciate what Epic was trying 
to do—create a shooter unlike 
any other, with gameplay that 
breaks open the conventions 

of games like Gears of War or 


Unreal Tournament, two of Epic’s 


genre-defining classics—I just 
can't get that interested in 
it. Approaching every enemy 


differently, with a set of different 
moves and weapons that lets me 


create my own kills, is a great 
idea, but too often I felt like I 
was playing Tony Hawk, where 


the moves list gets confounding, 


and I just want to relax and 
skate. Maybe I'll give it another 
go, but for now it just doesn’t 
seem fun to me. —Tom Price 


Beta That Makes 
Us Excited For 
The Full Game 


Gears of War 3 (360) 
Epic Games didn’t really have to 
roll out a public Beta for their 
anticipated shooter sequel, but 
I’m immensely grateful they did. 
The wait till September 20 for | 
Gears of War 3 isn’t so bad now | 
that I can spend some quality 
time with its new and improved 
multiplayer modes like Team 
Deathmatch and Capture the 
Leader. And Epic certainly didn’t 
skimp on what they packed into 
the Beta, either. I’m still having 
a blast testing out Gears 3’s 
new guns: the double-barreled 
shotgun, the devastatingly 
powerful one-shot sniper rifle, 
and the fire grenades are just a 
few of my favorite weapons of 
mass destruction. 

—Patrick Shaw 
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State 

of the 
System: 
Nintendo 


UPCOMING GAMES 


1. Super Mario Bros. 
(3DS) 

2. Resident Evil: 
Revelations (3DS) 

3. Skyward Sword (Wii) 
4. Dragon Quest X (Wii) 
5. Kid Icarus: Uprising 
(3DS) 


BEST-SELLING 


1. Pokémon: Black/ 
White (DS) 
2. Wii Sports (Wii) 


3. Just Dance 2 (Wii) 
4. Wii Sports Resort 
(Wii) 

5. Super Mario All- 
Stars (Wii) 


@Evil_ Dumbledore: 
“How does Super Mario 
contact the dead? He 
uses a Luigi board.” 


What’s Kept 
Us Playing 


= x 


Bust-A-Move Universe (SDS) 

Most of us have played Bust-A-Move befor 

even. The 3DS launch title Bust-A-Move Universe brings the series’ 
classic puzzle gameplay to 3D, though it doesn’t use 3D for much other 
than having some of the specials fire into the third dimension. Yet I 
don’t mind it. Bust-A-Move is great for handheld systems because you 
can play it for a few minutes, set it down for a little while, and then 
pick it up later without missing a beat. The game does contain new 
levels and challenges, so it’s not like it’s a slap-dash attempt at taking 
advantage of a lackluster 3DS launch lineup with a welcoming brand. 
But if you're not into Bust-A-Move, I don’t see how playing it in 3D is 
going to change your mind. —Jason Wilson 


Lad ES ul 2 

I never imagined I'd have so 
much fun with a pet sim, but 
my curiosity was piqued after 
watching some of the GamePro 
editors play Nintendogs + Cats. 
My favorite things to do with 
my mini-schnauzer named 
Monster are to give him a bath, 
to toss the Frisbee around with 
him, and to make him overeat. 
Some of the activities could 

be more stimulating—such as 
taking pets out for a walk, which 
is quite boring. For the most 
part, though, Nintendogs + Cats 
showcases striking use of 3D 
visuals in an experience that 
you can pick up and play at your 
own pace. Though I wish there 
was a way around some modes 
in which you must interact with 
your pets. I still feel like an ass 
for shouting my pet’s name into 
the 3DS’s mic while riding the 


train into work. —Patrick Shaw 


Face Raiders (3DS) 


Face Raiders, an ARG mini-game 
that comes installed on every 
3DS, is the game | show off to 
friends who ve never played 

the 3DS. It’s certainly not a 
deep experience, but the game's 
simple nature is also part of 

its charm. In Face Raiders, you 
use the 3DS camera to create 
flying disembodied heads of 
friends and family (although 

I used the Internet to create 

a bunch of flying Mel Gibson 
heads), which you must shoot as 
they fly around the room. Your 
surroundings also become the 
level as the game uses the 3DS’s 
rear camera to create the arena. 
While it’s a pretty silly game, 
Face Raiders also exhibits some 
interesting uses of the 3DS’s 
hardware that could be applied 
to more sophisticated 3DS 
games in the future. 

—Patrick Shaw 


— fiz sn 
FERRET NGS by 
Import This Now 


Super Robot Taisen L (DS) 
The beauty of the Nintendo DS Lite is that it will play any and all 
import games (the DSi and 3DS, not so much). If you own one, and 
you happen to think giant robots are great (I do), consider picking up 
Super Robot Taisen L. It’s a tactical-RPG with a lot of familiar faces like 
the boys from Gundam Wing, but it also features plenty of weird (but 
fun) curiosities like Fight! Iczer One. I was actually pretty disappointed 
with the most recent Super Robot Taisen game, but Namco Bandai 
really stepped it up for the sequel, dramatically increasing the speed 
of the gameplay while devising some devilishly difficult challenges. 
Don't worry if you can’t read Japanese—it’s easy to figure out how 
everything works with the help of a FAQ. And really, all you need are 
the robots. —Kat Bailey 


\ 


Take Your Ball 
And GoHome », 


ey 


Madden NFL 
Football (3DS) 
Looking at the reviews so far, 
it seems that sports fans aren't 
completely bereft of games 
on the 3DS thanks to Pro 
Evolution Soccer 2011. But fans 
of American football (or as one 
smart-ass recently referred to 
it: “throwball”) are out of luck 
if they think they’re going to 
have a satisfying experience 
with EA Sport’s Madden NFL for 
the 3DS. It seems like a quick 
and cheap cash-in for a new 
platform, with little advantage 
taken of the 3D compatibilities 
and no multiplayer to speak 
of—a horrible development 
considering the awesome 
potential with StreetPass. How 
rad would it be to have custom 
teams competing from your 
pocket? I could say they really 
dropped the ball on this one, but 
that’s a bit corny. It’s more like 
they punted. —Tom Price 


What Im Tryi 
To Make Time For 


Pokémon Biack Version (DS) 
I remember hearing about a social games panel at a Game Developers 
Conference from a few years back, where an industry expert assumed 
that the only reason people keep up with their digital crops and 
creatures on Facebook is because they don’t want to be shamed by their 
friends’ progress. Now, I’m not likening Nintendo’s insanely successful 
Pokémon franchise to Farmville, but I will say that shame is one of the 
key factors that’s kept me slowly but surely chipping away at earning 
my eight gym badges at every available opportunity. My starter 
Pokémon just hit level 25, but my friend just hit 40, and another is 
nearing 50. I just earned my fourth gym badge, but my coworkers are 
all long past their seventh. I found myself on a plane not too long ago, 
dreading when my flight would touch down at the airport, as there, 
sitting in coach, was the most progress I'd made in Pokémon Black in 
weeks. Master Pokémon trainers, my hat is off to you—I have no clue 
how you do it, much less make the time for it. —Will Herring 


Lego Star Wars lil: 


The Clone Wars (3DS) 


I'm a Star Wars geek, through 
and through. I own action fig- 
ures, T-shirts, and even a Darth 
Vader cookie jar. But even I was 
surprised at how good Lego Star 
Wars III: The Clone Wars is for the 


Pro Evolution _ 3DS. 1 expected a slap-dash port; 
Soccer 2011 (3DS) instead, The Clone Wars features 
I’m surprised that FIFA didn’t levels, while based on the stages 
make an appearance on 3DS of its console counterparts, 
for launch, but until it does, _ that are distinct. Each stage is 
shusciite. alicouale Pro Evolution Soccer 2011 3D __ based on an episode from the 
meinen will fill the gap nicely. While it ' Cartoon Network series. “De- 
doesn’t pack all the officially _ stroy Malevolence,” for example, 
licensed teams of its big-budget _-_ includes a stage with both flying 
rival, it nevertheless plays a and ground components on the 
great version of the beautiful console. The 3DS version is all 
game. While the game does _ about the flying—and blasting 
disappoint in terms ofits replay ships in a Y-wing is better on 
value—there are only a couple - the 3DS! The game lacks co-op 
of league modes and multiplayer © and doesn’t make special use of 
is limited to a rather pointless 8D, but it’s still a rollicking good 


local Wi-Fi mode versus another = time. —Jason Wilson 
player who has to own the 7 
game—there’s still a lot you can 
get out of the game in terms of 
gameplay. I particularly like the 
huge number of trick moves 
you can pull off once you master 
the button combos, and I hada 
lot of fun showboating against 
lesser teams. While it doesn’t 
sparkle in all areas, PES does 
deliver a solid game of football, 
and for now, at least, it’s my 
favorite sports game on 3DS. 


—Jaz Rignall 


What’s Lost 
Our Interest... 


Steel Diver (3DS) 


Steel Diver isn’t a bad game. 

In fact, as a 3DS launch title, 

it shows off a lot of what the 
system is capable of. Each 

level strikes a satisfying bal- 
ance between puzzle and action 
elements, and the gyroscope 
controls (while they may make 
you look ridiculous) are instantly 
addictive. But the game's prob- 
lem is that it doesn’t know when 
to stop. To unlock the final few 
stages, you have to complete 
every previous level using all 

of the game’s subs. It’s a cheap 
way to extend the length of the 
game, and makes accessing the 
final levels feel like a chore. Steel 
Diver is initially entertaining, 
but it needs to learn when to 
stop. —Justin Haywald 


..Wrong—It’s Good 


Lf 


SECOND : 
— 


Steel Diver (3DS) 
The more | hear about how 
people “don’t get” Steel Diver, 
the more | like it. I’m just 
obstinate like that I guess. 

It’s the only 3DS launch title I 
can think of that gives me an 
experience that’s unique to the 
platform, even if it’s really only a 
slow-paced submarine shooter. 
It has no pretensions toward 
being a console-sized game like 
Super Street Fighter IV, and it’s 
not a paper-thin pet simulator 
like Nintendogs + Cats. It’s a 
game that puts an exclamation 
on every level by allowing me to 
swivel around with a periscope 
and sink enemy ships. It makes 
me wonder: Is it true that 
submarines just aren't a great 
subject for video games, or have 
we all reached the point where 
we're simply allergic to new 
experiences? —Kat Bailey 


What Has Us | 
Rage-Quitting 


Pilotwings Resort (3DS) 
Despite what the title implies, I really like the Pilotwings games. Resort 
was my most-wanted 3DS launch game, and it’s mostly lived up to 
that. People have called it woefully short, and it’s true there aren't 
many stages in this sequel, but that doesn’t totally matter. Because 
in every Pilotwings game, you're inevitably going to go back to every 
event and try to perfect them. And Pilotwings Resort is faithful in the 
way it demands perfection. You have to hit every ball, fly through every 
ring, and for god’s sake make sure you land softly before even thinking 
of getting the best possible score. I’m still slowly going through the 
Platinum difficulty, trying to exercise calm as I play the hang glider 
events for the 900th time, because | don’t want to snap my brand-new 
3DS in half so soon after launch.—Ray Barnholt 
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MOBILE 


State 

of the 
System: 
Mobile 


UPCOMING GAMES 


1. Dream Track Nation 
2. Empire of 

the Eclipse 

3. Angry Birds 2 

4. Minecraft 

5. Dream: Scape 


BEST-SELLING MOBILE _ 


1. Angry Birds Rio 

2. Tiny Wings 

3. Angry Birds 

4. Fruit Ninja 

5. Words with Friends 


“According to iTunes 


@warrenellis: 

“in my remake of the 
film 2010, Dr Chandra 
jailbreaks the Mono- 
lith and uses it to play 
Angry Birds.” 


What’s Kept 


-_ 
i = 


It’s a good thing that Chris Holt 
is always on top of app news, 
because by the time you're read- 
ing this, you might not be able to 
buy this game. Apparently, THQ 
Wireless and LucasArts had a 
license agreement that expired 
or something, because Star Wars 
Arcade: Falcon Gunner was about 
to get pulled from the App Store. 
So, limmediately bought this 
game and later found out that 

it got a stay of execution. Either 
way, I’m glad I have it now, since 
this lets me experience some of 
the only “good” moments in the 
Star Wars saga that involve the 
Millennium Falcon’s dogfights. It’s 
cool that I can tilt and swivel my 
iPhone in order to target enemy 
fighters—but I look like a total 
psycho leaning and flopping 
around on the bus. 


—McKinley Noble 


Two games have been mainstays 
in my iPhone 3GS for quite a 
while: Mr.AahH!! and Mr.Space!! 
Even though both of these Apps 
have extremely simple gameplay 
and barely any features, I keep 
playing a few quick rounds on 
the bus to see if I can beat my 
(pathetically low) record by a few 
hundred points. To be honest, 
Mr.Ninja isn’t that different from 
the other two games that I’ve 
bought from indie developer 
Ponos, yet the art style and 
subtle tweaks in the “line up 
your shot or die” gameplay 
proved to be enough for me to 
spend the 99 cents. Maybe I 
just gravitate toward anything 
that has ninjas in it. Regardless, 
Mr.Ninja has been worth its 
price, but I wish I could rank on 
the leaderboards for once. 


—McKinley Noble 
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Aside from the out-of-place 
anime characters hanging out 

at the arcade and guiding you 
through the main menu, and the 
rather steep price of games (each 
arcade title costs $2.99), Capcom 
Arcade is a great compilation 

of perfectly emulated arcade 
classics. The collection includes 
Commando, Ghouls ‘N Ghosts, 
Ghouls ‘N Goblins, Final Fight, 
1942, 1943, and two versions 

of Street Fighter II (The World 
Warrior and Championship Edi- 
tion). It’s hard to say which game 
I’m enjoying more between the 
ageless Street Fighter II: Cham- 
pionship Edition and the crusty 
but still fun 1943. And while 

the $2.99 asking price adds up 
quickly (all eight games would 
cost you about $24), there’s a 
free version of Capcom Arcade 
that allows you to try the games 
out. —Patrick Shaw 


VOrUtOn 
Damn you, Sid Meier! I’ve spent 
more time with his Civilization 
series than any other franchise 
over the years. Yet I always took 
comfort in knowing that once 
away from my PC, I could avoid 
the siren’s song of Civilization. 
Until Civilization: Revolution 
came out for the iPhone—and 
Firaxis gave it away for free one 
day. Ever since, Meier's insidious 
quest to make Civ fans spend all 
of their free time on his series 
has been a regular play on my 
iPhone. Civ: Rev may not be as 
glorious-looking on the iPhone, 
but most of the game's addicting 
conventions are there. And the 
turn-based gameplay is great 
for mobile—I’ve found myself 
sitting just a little longer on the 
toilet, seeing if I could squeeze 
out just one more turn.... 
—Jason Wilson 


I’ve been a big fan of outspoken auteur Goichi “Suda 51” Suda’s strange 
and absurd games since I first played Killer 7 on my PlayStation 2, 

and watching his career develop ever since has been an interesting 

and rewarding experience. When I found out that Suda’s Grasshopper 
Manufacture would be making their App Store debut with a new iOS 
game, and that all of its profits would be going to the Japanese Red 
Cross in wake of the recent disaster, I got my iTunes account at the 
ready. Frog Minutes is, well, a strange and absurd game. Set against a 
mostly static hand-painted background, players must “catch” various 
“critters” (wasps, flies, butterflies, snails, and, naturally, grasshoppers) 
so that they can feed and capture a wide variety of hopping frogs as 
they appear. The frogs demand different critters each time, so you'll 
have to bulk up your inventory if you want to collect a frog bigger than 
your previous record—or if you want to keep your “frog chain” going. 
It’s certainly out there, but Frog Minutes’ soothing ambient sounds and 


slow-paced gameplay is a natural fit for a slow morning’s commute. 
—Will Herring 


TREES wre 


Recently Played 
= 


The dark dirty secret of retro 
gaming is that a lot of the old 
games just plain sucked. So 
some of the 100 arcade and 
Atari 2600 games featured in 
Atari's Greatest Hits (download 
in packs or all of them for 
$14.99) are either worse than 
you remember, or just don't 
work well scaled so far down for 
the iPhone. On the other hand, 
most games are much better on 
the iPad, and I’m delighted to 
have access to so many games— 
even the sucky ones—that I 
played and loved when I was 

a little kid (yeah, some of us 
around here are that old). May 
be worth it for Battlezone, Red 
Baron, and Crystal Castles alone 
though. —Tom Price 


UPCOMING GAMES 


1. Diablo Ill 

2. Star Wars: The Old 
Republic 

3. Guild Wars 2 

4. The Elder Scrolls V: 
Skyrim 

5. Battlefield 3 


BEST-SELLING PC 


1. Total War: Shogun 2 
2. Homefront 

3. Dawn of War 2: 
Retribution 

4. Assassin’s Creed 
Brotherhood 

5. Dragon Age 2 


“According to 
GamesDownloads.com 


Hideo Kojima: 
(@HIDEO KOJIMA_EN) 
“The 12-minute trailer 
for ‘Battlefield 3’ is 
amazing.” 


What’s Kept 
Us Playing 


Innovation is rarely a part of triple-A development. It’s the little guys, 
independent developers and small publishers, that provide innovation. 
Anomaly: Warzone Earth from 11 bit studios twists the standard tower- 
defense game by putting the player on offense instead of defense. And 
surprise, it’s a lot of fun to blast towers instead of build them. You play 
the commander of the 14th platoon as you investigate a weird anoma- 
ly—a dome—that has sprung up after interstellar debris hits Baghdad. 
Turns out it’s really an alien infestation. You command a group of units 
as you pound aliens on the streets of Baghdad and Tokyo. You may plan 
your route in advance and change it on the fly, adding new units (or 
upgrading them) as you earn more money. Your commander also has a 
suite of powers that repairs units, lays out smokescreens or decoys, and 
can even call in airstrikes. It’s a lot of fun, and these all combine to give 
you plenty of strategic options. —Jason Wilson 
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Assassin’s Creed: Brotherhood was 


delayed for the PC, but man, was 
it worth the wait. With AC:B’s 
multiscreen support, I get to see 
Roma in all of its expansive glory 
before I dive, jump, and scale 

its giant playground. The sad 
part is that the “bleeding” effect 
that the protagonist experiences 
doesn’t translate to real life. 
Despite my attempts, scaling my 
office building is no simple feat, 
and I do not have a team of ap- 
prentice assassins at my calling... 
though that would make waiting 
in line for coffee easier. Baristas 
tend to not forget your order if 
there’s a threat of a crossbow 


attack. —Chris Holt 


It’s that time of year again: 
Every summer, | pick an old 
game I love and revisit it as I’m 
waiting for the fall releases. 
This year, I’ve decided to revisit 
my favorite RPG of any era, 
Baldur’s Gate II. The visuals may 
be a bit clunky, and the 2nd 
Edition Advanced Dungeons & 
Dragons rules may seem archaic 
compared to later systems. 
None of this matters; the 

game remains a masterpiece 

of storytelling. I’ve reached 
Athkatla, the city that serves 

as your adventure hub after the 
prologue, and I’ve begun to build 
my party. This time around, I’ve 
downloaded a number of mods 
that add more classes, kits, 
NPCs, and quests to the game, 
and I’m eager to see how my 
fellow gamer have tweaked BG2. 
Playing this game again just 
reinforces my belief that while 


today’s big-budget RPGs are a lot 


of fun, they just don’t compare 
(at least to me) to the RPGs of a 
generation (or more) ago. 
—Jason Wilson 


What’s Sucked 
Us Backin 


About three weeks before I 


wrote this, I told myself I would 
set Civilization V aside and focus 
on some other games, such as 
Shogun: Total War 2. But I found 
myself thinking about different 
strategies to employ in the 
game, and I found myself, late 
one night with the light down 
low, booting Civ V up. And when 
dawn broke the following morn- 
ing on my rising Incan empire, | 
knew that, just like Civilization 
IV...and Civilization III...and the 
older versions, Civ V had hooked 
me again. The game may have 
its detractors, but I find its lack 
of “stack of doom” combat and 
approach to social policies make 
the game just as fun—and some- 
times more fun—than its past 
versions. I rarely pursued mili- 
tary victories in past Civs, but in 
Civ V, I’ve become a warmonger. 
—Jason Wilson 


I can’t think of many “freemium” 
games that have captured my 
imagination like World of Tanks 
has. This absolutely brilliant 
tank-warfare game snuck up 
and caught me by surprise a 
few weeks ago, and I’ve been 
playing it solidly ever since. It’s a 
simple enough concept—a PVP 
WWII tank warfare game that 
pits teams of players against one 
another in superbly designed 
European-themed battlegrounds 
—but it’s executed incredibly 
well. You earn points in combat 
that you can use to “research” 
new parts for your tanks or buy 
newer, better ones—which you 
can speed by buying in-game 
gold with real-life money. 
Graphically, the game is excel- 
lent, but it’s the gameplay where 
it really shines. Tank warfare 
requires an unusual approach 
that took me a few days to 
learn—while WOT is ultimately 
a shooter, it’s definitely not a 
fast-action arcade game. Instead, 
you have to be thoughtful, 
strategic, sneaky, and sometimes 
patient to outsmart your oppo- 
nents—and that’s what makes it 
incredibly fun. If you have a PC 
and have ever been interested 
in tanks, you really, really have 
to check it out—it’s as good as 
any full-price game I've played 
recently! —Jaz Rignall 


What Has Us 
in A Death Grip 


At first I avoided Minecraft, 
thinking it would be too 
daunting to devote myself to. 
But after seeing YouTube videos 
like “Minecart Interstate,’ I got 
the game and realized it’s not 
daunting—in fact, it’s kind of 
magical, not to mention super 
addictive. When I was little, I 
used to have dreams where | 
would find secret passages in 
scenic lands, and that drove 

my interest in exploring made- 
up virtual worlds. Elder Scrolls 
and Fallout games scratched 
that itch the hardest, but their 
worlds, while big, are still fixed; 
there isn’t much you can do 

to the topography. Minecraft, 
meanwhile, is the game that’s 
come closest to my imagination. 
I don’t build cube cathedrals or 
bother fighting Creepers—I just 
load up on tools, appreciate the 
randomly generated landforms, 
and oftentimes burrow right 
through the earth. Too bad I 
can’t drive a backhoe through 
Skyrim. —Ray Barnholt 
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What We Went Back 
To: 


I reviewed StarCraft II when it was released last year, and I enjoyed it 
quite a bit, thank you very much. But one thing that kind of burned 
me was that the final battle chugged something fierce, particularly 
when the final flood of Zerg came running out. Having dealt with these 
issues seemingly since the dawn of time though, I lived with it. 

The second I got a new rig in the office (an iBuyPower Chimerae 
XLC if you must know), the first thing I did was load up StarCraft II 
and crank it up to “Extreme Settings”. Is there any greater joy than 
revisiting a game and experiencing it the way it’s meant to be played? 
The amount of control I suddenly had over my troops, the pyrotechnics 
and the flood of enemies was dizzying. 

It's a downer to have to deal with slowdown in a game, but that’s a 
natural consequence of playing on a platform that’s constantly pushing 
the envelope. And when I finally get to crank up those settings, it’s all 
the more satisfying. —Kat Bailey 


When I suffered a pair of layoffs 
in 2009, one game kept me from 
dissolving into a sad pile of goo: 
King's Bounty. This strategy- 
RPG from Eastern European 
developer Katauri Interactive is 
a remake of sorts of the original 
King’s Bounty, the 1990 game 
that helped launch the strategy- 
RPG genre. I never finished off 
the expansion, King’s Bounty: 
Armored Princess, and I’ve always 
wanted to fix that. The idea 
behind these games is pretty 
simple: Like in Heroes of Might 
and Magic, you explore various 
maps, collecting troops to fill 
out your army. When it’s time 
to fight, you hit a hex grid, 
where you marshal your forces 
against the enemy, using powers 
and spells to supplement your 
warriors attacks. What makes 
these games so addicting is 

the collect-athon that occurs 
every time you hit a new region, 
finding new weapons and new 
soldiers to play with. I enjoy 
testing my troops in different 
configurations to see what 
works best, something Armored 
Princess and games of its ilk 
encourage. I just hope to stop 
tinkering long enough to finish 
it this time. —Jason Wilson 


So Bad It’s Good: 


A game this amazingly bad 

has to be a joke, right? Maybe 
yes, maybe no. Galactic 123, a 
browser-based side-scrolling 
shooter has the look of 
something made by a group of 
sixth-graders at game design 
Summer camp. One without 
counselors, perhaps. The art and 
animations look like something 
out of a nightmare set in a low 
budget 90’s PC game, and the 
writing — including lines like 
“Leon ejected from the escape 
pod, and landed into a forest. He 
changed his name to Azul” - are 
so brilliantly bad, that I have 

to think someone is playing an 
elaborate joke. 

But then a part of me wonders 
whether it’s sincere, and the 
person or persons who worked 
so hard to craft this, er, game 
are sitting there reading this 
with a dagger in their heart. If 
so, my deepest apologies. I’ma 
jerk. Please keep trying. If not, 
please keep trying as well. I want 
to shoot more frogs with my 
disproportionately sized laser 
pistol. —Tom Price 


MIDNIGHT IS UPON YOU! 


MGC Is hitting the road again and we're coming to see 
iF you have what it takes. You better bring it! 


Begins Summer e011 


MIDNIGHTGAMINGCHAMPIONSHIP.COM 


i All Trademarks and copyrights are property of their respective owners. All rights reserved. ©2011 Major Gaming Championships LLC. 
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Super Sonic Debut 


Sonic made his GamePro | 
if 


debut in the June 1991 
issue, with his first Genesis | 
game scoring top marks | 
in every category besides 
“Sound.” Because nobody 
remembers any of the 
game's music, right? 


Ch-Ch-Changes 

In this second anniversary 
of GamePro, many format 
changes were afoot, includ- 
ing switching “ProViews” 

to “ProReviews.” We like to 
think this started the ball 
rolling on bringing previews 
to prominence. 
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Genesis of Success | 
We didn’t restrict the Sega | 

| 


love to Sonic in the issue. 

Sci-fi strategy classic Star 
Control earned perfect scores 

in all categories but “Graph- | 
ics,’ and we previewed 35 
upcoming Genesis games, | 
including a Jesse “The Body” | 
Ventura wrestling game that | 
never materialized. | 


8-bit Bows Out | 
With the Super Nintendo’s 
summer 1991 debut im- 
minent, NES news was in 
short supply in this issue. 
With 16-bit competition, 
half of the games reviewed 
earned middling scores in 
major categories, with Vice: 
Project Doom and Uninvited 
picking up the slack with 
better scores. 
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Pre-Order now 
at Gamesiol 


MATURE 17+ 
® Blood and Gore 


Strong Language 


Violence 
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